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What Fowl Plans Hatch This Night? 


A dark night. A desperate plot. A really butt-ugly bird-guy thing. 

The drama unfolds in the Magic: The Gathering—Unglued™ supplement. 
No it doesn’t. 

The Unglued supplement doesn’t have a story. In fact, it’s a mysterious drifter 
that wound up on our porch. During a windstorm. Pelicans were involved. 
Unglued is weird. Loose and wacky. The cards won’t destroy your 
opponents by turn three. But they might make them laugh by turn two. 
And that’s good. Because chicken tastes like chicken. 

And so does llama. 


Check out the Unglued World Premiere at the 1998 GEN CON® Game Fair. 


Available August ’98 
Customer Service: (206) 624-0933 
www.wizards.com/Magic 


NEGIC, 


WIZARDS OF THE COAST, Magic: The Gathering, Unglued and Lil’ Wunderbuns are trademarks of Wizards of the Coast, 
Inc. Light fuse and get away. GEN CON is a registered trademark of TSR, Inc. TSR, Inc. is a subsidiary of Wizards of the 
Coast, Inc. Illus. by Mark Zug. ©1998 Wizards of the Coast, Inc. This offer is valid in every other state. Eat your pretzels. 
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The Genesis of Exodus....................... 5 
The quest to rescue Sisay draws to a close and a 
player’s hand becomes a valuable resource as the 
Weatherlight crew attempts to blow this Rathi 
popsicle stand. by Michael G. Ryan 


= The More, the Merrier........................ 5 
Get all of your friends in on the dueling action 
through the joys of multiplayer Magic. by Rob Dalton 


A Brain, a Deck, and a Lot of Friends......59 
Pro Tour gunslinger David Mills explains the finer points 

of playing your favorite two-player game with more than 

two players. by David Mills 
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shines again, Key Plays returns, Dominian FAQ digs up some fun 

| facts, and Insider Trading peeks into the Exodus files. 
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Straight from the Start 44 Enlightened Tutor 
by Melody Alder by Robert 8. Hahn 
Continuing her look at the colors of Will Strongholds walls place a stop sign in 
| Magic, our school-marm-turned- front of the speeding Sligh deck? Only our 
| anthropologist delves into the forest Enlightened Tutor knows. 
for a look at the home of fast mana 
and big creatures. 48 The Drafting Table 
| by Eric Tam 
| 42 Deck Deconstruction So, now you're the emperor. Does that mean 
by Beth Moursund you need a new deck? You'd better go back 
Slivers are happy creatures; they to “The Drafting Table.” 


gather in big groups, they share, and 
they give the “Sliving Death” decka 88 Magic:The Puzzling 
| lethal and varied offense. Now you by Mark Rosewater 
| can play with Slivers, too. “Math is hard.” These puzzles are harder. 
: Plus, last issue’s answers. 


92 Lost in the Shuffle 

by Mike Gray and Richard Garfield 

You'd better shuffle the cards again... 

this article’s a draw. Richard’s guest author 
discusses tie games. 


MARK My WORDS 


Making Magic 


NE OF THE ETERNAL QUESTIONS here at Wizards of the Coast is “Why did 


Magic: The Gathering become the phenomenon it is?” There are many answers: 


Fun: Magic is fun to play, a result of strong game mechanics combined with 


the many qualities mentioned below. 


Adaptability: Magic is, as Richard Garfield likes to say, “bigger than the box.” 


Part of Magic’s allure is that each player is responsible for building half the game. Ifa 


player prefers a certain style of play or likes a particular mood, he or she brings that to 


the game. It can be a serious, competitive duel or a themed, flavor-heavy free-for-all. 


Creativity: The ability to shape the 
game through deck design allows a great 
deal of creative input. First, players can 
choose the themes of their decks. Themes 
can range from the serious (overrunning 
an opponent with white creatures) to the 
sublime (beating an opponent with Tun- 
nel). Next, players get to select the cards 
to include. Finally, players have a great 


many choices once the game begins and 
can find new ways to combine cards to 
produce different effects. 

Personal Investment: After all that 
designing and testing, players start to 
invest a bit of themselves in their decks. 
They aren't just playing with a Sligh 
deck, they’re playing with “Red Thun- 
der,” the deck they’ve fine-tuned for 
months. Each tweak was the result of 
hours of testing, and when the deck 
wins, they win. 

Evolution: Magic is a rare game 
because it changes over time. As new 
cards are introduced (and old ones 
shelved), new strategies and ideas are 
brought to the game. What worked six 
months ago may not work today. This 
constant flux keeps Magic from growing 
stale. 

Fulfillment: There are two types of 
players—innovators and honers. The 
innovators are those who trailblaze the 
new concepts that explore untouched 
facets of the game. Honers are the players 
who take the innovators’ discoveries and 
fine tune them. Traditionally, a game is 
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dominated by the innovators in its early 
life, then honers for the rest of its time. 
Magic is unique in that it allows both 
innovators (deck builders) and honers 
(players) to co-exist. 

Collectability: People like to collect 
things. Magic feeds this normal human 
urge. 

Flavor: Besides being just a game, 
Magic provides a glimpse of another 
world through art, flavor text, and names. 
Some players enjoy learning about a for- 
eign land filled with magical creatures 
and mystical spells—and hey, who doesn’t 
like the concept of magic existing? 

Variety: I saved this for last—variety is 
the theme of this issue. One of the joys 
of Magic is that there are so many ways 
to play it. Normally, The Duelist focuses 
on the popular, standard two-player duel. 
But this issue we take a glimpse at multi- 
player play in which duelists can join 
together with many friends to share a 
game. Whether you have two, three, or 
fifty of your closest friends unexpectedly 
dropping by, Magic is capable of letting 
everyone play. 

And that, my friends, is what makes 
Magic so magic. 


Ay illind. Creel 


Mark ROSEWATER 
Editor in Chief 
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Format: 


PRD TUR QUALI 


Tempest™-Stronghold™-Exodus™ Limited format with Booster Draft finals. 


Structure: 


Modified Swiss-style, with the Top 8 playing in a single-elimination draw for prizes and invitation(s). 


Restrictions: 


The deadline for advance phone registration is 5:00 p.m. on the Wednesday prior to tournament date. 
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ABOUT OUR CONTRIBUTORS 


Comic 
Illustrator 
Our cover artist this 
issue is Tom Baxa, 
whose artistic roots are 
in comic books and 
whose low-key delivery 
is straight out of a 


stand-up routine. 

Born in Chicago 31 years ago, Baxa cur- 
rently plies his trade from the suburb of 
Schaumberg, Illinois. He took painting and 
drawing classes in high school, but wasn’t 
impressed with the caliber of the instruc- 
tion. Confident in his abilities, 


Baxa began to freelance before 
he finished his BA degree in 
Illustration at Northern IIli- 
nois University, and he’s been 
at it ever since. 

He cites among his influ- 
ences the earlier works of 
such comic book giants as 
Bill Sienkiewicz (Elektra 
Assassin) and Dave Mc- 
Kean (Sandman, Black 
Orchid). He still keeps up 
with their work, as well 
as that of [CG mainstay 
Brom. 

Baxa is primarily ™ 
known as an illustrator for FASA, 
having worked on Shadowrun, BattleTech, 
and Earthdawn. He’s also done quite a bit 
for TSR, including “almost all” of the Dark 
Sun black-and-white imagery, several of the 
black-and-white monster compendiums, 
and some Dragon covers. His Magic efforts 
include cards for Tempest, Stronghold, Exo- 
dus, and Armadillo (code name). 

Baxa prefers to work in oils, but occasion- 
ally delves into tone wash, watercolor, tem- 
pera (in which an albuminous medium is 
employed instead of oil paint), fingerpaint, 
and gouache (a watercolor mixture that 


COMING IN ISSUE #28 


lends a chalky texture to the image). For this 

issue he was faced with the daunting task of 

representing a character that by definition 
has no form or color, and he rose admirably 
to the occasion. When information from the 

Tempest artist’s style guide and the cards 

themselves fell short, Baxa relied on his 

imagination to fill in the gaps. He admits to 
being “moved” by Kev Walker’s work in 

Tempest, and used this inspiration to decide 

on portraying the ethereal Soltari in the 

throes of transforming from its ghostly 

“mist” form into its more solid “putty” form 

(players take note: these are not official 

game or story terms). 

Baxa chose this image’s 
unusual warm color 
palette by first lay- 

ing down the clay 
grey (best seen in the 

“mist” portions of the 

Soltari pictured), but 

as he added more col- 

ors and the image 
began to take shape, 
the orange and blue 
began to assert them- 
selves. The final product 

_ is fairly atypical for a 

Duelist cover (if Baxa had 

a tough time painting a 

formless figure, imagine 

how we felt assigning one), 
but we hope you'll agree that it was well 
worth breaking out of the box to let Baxa 
strut his stuff. 

For a graphic artist, Baxa himself can be 
pretty graphic. When asked what he'd do if 
he weren't painting, Baxa pondered for a 
moment and said that if his hands got cut 
off tomorrow he would look for a career in 
writing or creating music on the computer 
“with a pencil strapped to my forehead.” 

But in the meantime, he’s content to stick 
to art...with brushes. 


Exodus blowout—all the information you'll need to fully 
explore the final expansion in The Rath Cycle, including 
a card list, player's guide, and a behind the scenes look 
at the set’s development. 


Magic Fiction—join author Rob King as he traces the 
early years of one of The Rath Cycle’s most complicated 
characters: Crovax the Cursed. 


Hercules: The Legendary Journeys—take part in the son 
of Zeus’ heroic exploits as the ARC System rolls on. 


ON SALE JUNE 29 
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If you want to discuss The Duelist with other readers, join the Duelist email discus- 
sion list (duelist-l). For more information about the list, see the Magic resources _ 
age on the Wizards website: <www.wizards.com/M 


ic/MTG_Resources.html>. 


LETTERS 


You’ve Got 
Questions, We’ve 
Got Answers 
Duelist, 
iy the Legends expansion 
there was a card called Rathi 
Berserker—does that have 
anything to do with The Rath 
Cycle? In issue #25, page 20, it 
shows Tahngarth afraid of 
heights. The guy standing near 
him says there’s a crater where 
Urza’s Space Cow landed. I 
thought Urza was on a differ- 
ent plane than Rath—Tresiar 
[sic], I think it was. What 
exactly is a plane? Is it a conti- 
nent, planet, or a whole differ- 
ent dimension? On page 119 
of the Wizards 1998 Product 
Catalog, it shows [a display 
box of ] Urza’s Saga. On the 
left of the box, right above the 
word “Magic,” is that a Sliver? 
Where can I get those things? 
And the things you advertise 
in your magazine? Would you 
happen to have any extra boxes 
or anything lying around? You 
must somewhere. I could give 
them a nice home. The Magic: 
The Gathering books rocked! 
I highly recommend them to 
anyone interested, especially 
Ashes of the Sun. Re-releasing 
them was a very good idea. 
But the PlayStation game 
sucked in so many ways I can’t 
even describe it. On the back 
of issue #24 was an ad for 


Breath of Fire I[I—now that’s 
a good game. I am a big fan of 
Breath of Fire I and IT. You 
wouldn't happen to have BoF3 
lying around anywhere, would 
you? May 3rd is my birthday, if 
you want to send me anything. 
On issue #22, what is Squee 
covered in? Is that a breed of 
Mogg? What Stronghold cards 
have pictures of dynamite, a 
mace, a wheelbarrow, and a 
wooden wheel? Come on, I’ve 
never won anything before! 
The Show Me the Mana sym- 
bol is on page 60, though. Did 
I win? That’s all I have to say 
now, I’m sorry if this letter is 
disorganized and I’m lucky to 
even remember how to write. 
One more thing, what hap- 
pened to all the old [Magic] 
artists? Where are Dan Fra- 
zier, Quinton Hoover, Melissa 
Benson, and Christopher Rush 
when you need them? 

Sincerely, 

Chris Compton 

Arlington, Texas 


HERE GOES—+hose of you who 
aren't Chris Compton may feel 
free to follow along and keep score 
at home. The answers are: no; 
youre taking Phil Foglho way too 
seriously; it’s “Teristare”; a plane 
is a flat surface; a whole different 
dimensional planet; no; you cant; 
what things?; no boxes; no we 
don't; no you couldn't; thank you; 


s¢..-And this is a brain sucker 
starving to death.” 
Comments? Questions? 
Send your thoughts to 
“Letters,” clo The Duelist, 
P.0. Box 707, Renton, WA 
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98057-0707, or to 
<duelist @wizards.com>. 


Please include your name, address, 
atid phone number for verification 
purposes. Letters may be edited 
for length and clarity. 


ZINA SAUNDERS 


thank you very much; yes it was; 
no it didn’t; it might be; I'm sure 
you are; no; happy birthday; car- 
bonite; yes; Volrath’s Toolshed; 
and you're not going to win any- 
thing with that attitude; page 60 
of what tssue?; no; so you say; 
they're locked up in a cryogenic 
freezing chamber and will be 
released into the eerie world of 
the future when their powers are 
needed once again. Thanks for 


playing! 


Guilt Gerrard 
Dear Editor, 


I was looking hope- 
fully through the Szronghold 
expansion hoping to see a 5/5 
white creature with first 
strike named Gerrard, but 
none came. They have 
released all the other big 
characters of The Rath 
Cycle, so why not Gerrard? 

I hope the Exodus expansion 
will have the card I’m looking 
for. 

Sincerely, 

Brad Springer 

Lee, I/hnots 


MAN OF ACTION ¢hat he ts, 
Gerrard refuses to sit still for his 
picture. And come on, 5/5 with 
first strike? 


Weakhoild? 
Duelist Letters, 
y am I hearing so 

many complaints 
about Stronghold, particularly 
that the set is “weak” or not 
“tournament worthy”? Big 
deal! Magic was not created 
for the minority of players 
who play only for money and 
recognition on the big tour- 
nament scene. There are far 
more players who play with 
their friends just to enjoy the 
game. I think it is great that 


there are tournaments and 
league play, but the casual 
player is the one who has kept 
Magic around so long. Quit 
complaining, give Stronghold a 
chance, and be happy that 
there is something new to keep 
the game exciting. 

Keep up the good work and 
keep those expansions coming. 

Jason A. Ewing 

jae26@hotmail.com 

Auburn, CA 


HEAR HEAR! On Lehalf of 
Wizards and non-professional 
gamers, thanks a bunch, Jason. 
That’ not to say that you should 
just take any expansion without 
comment or complaint, but do 
remember to have fun and keep 
an open mind, everybody— 
they're trading card games. 

Talk to you next month! 


T 
Us 


fin yourself a box of 
Exodus boosters by 
finding this off-color mana 
symbol ©} hidden some- 
where in your Duelist mag- 
azine. Drop us a postcard 
telling us where you found 
it and send your entry to 
the Duelist Mana Hunt Con- 
test—#27, P.O. Box 707, 
Renton, WA 98057. Only 
postcards will be accepted 
as legal entries. The winner 
will be drawn randomly 
from all correct entries. 
Postmark deadline is June 
22, 1998. Remember, the 
symbol must match this @ 
exactly! 


Contest only open to residents of the U.S. 
(except Rhode Island) and Canada (except 
Quebec). é 


‘must open an arcane portal 


He is just one man, b 


i: ll Ze ee 


A 140-card set with powerful creatures and potent spells. Exodus” marks the end of Summon Legend 


; The Rath Cycle™ storyline, and nothing will ever be the same for the Weatherlight™ crew. 


2 @ ¢, ©: Counter target spell. 


Look for Exodus preconstructed decks and 15-card booster packs in your stores now. [aia MMlaaaaa Ale amalaean 
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real people in real time. Check out WON and discover your FREEdom to play online. 


WORLD OPPONENT NETWORK 


www.won.net 


‘Tracks score Up to 40 points 
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LICENSED PRODUCT 


ith four powerful and popular 
expansions under its belt, 
BattleTech is poised to release 
Commander’s Edition, the 
third basic set for the TCG. 
Much more than a simple 

reprint of the basic set, Commander’s 

Edition will feature cards from Battle- 

Tech’s Limited, Counterstrike, Merce- 

naries, MechWarrior, and Arsenal sets. 

In response to player feedback, the 

card faces have also been redesigned 

to make them easier to read and 

simpler to understand. 

In addition, Commander’s Edition 
starter decks will be partially precon- 
structed and themed by Inner Sphere and 
Clan factions so players can easily play 


Battlelech lakes Command 


with the faction and strategy 

of their choice. These 60-card decks 
will have 50 fixed and 10 semi- 
random cards keyed to that deck’s 
house or clan. Factions include 
Steiner, Davion, Kurita, ComStar, 
Smoke Jaguar, Ghost Bear, Jade 
Falcon, and Wolf. Plus, special issue com- 
mand cards have been created for each 
faction that will only be available in that 
faction’s starter deck. 

To support the Clan against Inner 
Sphere flavor of the game, two rule 
books have been created, with fiction, 
art, and flavor that reflect the differ- 
ences between the Clan and the Inner 
Sphere perspectives. Also, each faction’s 
starter deck box will sport a “box 


power,” 
which is 
essentially a 
command 
card on the 
starter deck 
players can use 
during Battle- 
Tech games, which provides that faction 
with a unique strategic advantage. 
However, the basic rules of play will 
remain the same. 

Commander’s Edition will be packaged 
in themed starter decks for $8.99 and 
15-card random booster packs for $2.99. 
Starter sets come with an oversized rule 
book, a quick-reference player’s guide, 
metal counters, and a die. 


Comics and Gaming 
Unite at Origins ’98 

If you thought it would be 
business as usual at this year’s 
Origins Game Expo, think 
again. Andon Unlimited, 
producers of Origins, is 
working with R.A.P. Pro- 
ductions, producers of Mid- 
Ohio-Con, to develop comic 
book entertainment and 
exhibitor elements for 
Origins ‘98. 

Mid-Ohio-Con, billed as 
“Ohio’s Best Comic Book 
Show,” is held in Columbus, 
Ohio annually on Thanksgiv- 
ing weekend. The new Ori- 
gins comic book show will 
feature industry leading retail 
and corporate exhibitors, spe- 
cial interest programming, 
and a roster of celebrity 
guests including comic book 
artist and writer John Byrne 
of Superman, X-Men, and 


Wonder Woman fame. 


In addition to the new 
comic book show, gamers can 
expect a wild weekend of 


games, prizes, science fiction 
and fantasy stars, and the 
annual Magic: The Gathering 


U.S. Nationals Tournament. 
Origins weekend will feature 
over 1,500 gaming events of 
every kind, $25,000 in prizes 
and products, new game 
demos, and the opportunity 


to discuss tactics and interact 
with members of the armed 
forces at the largest indepen- 
dent war game symposium. 
Other celebrity guests 


confirmed for the weekend 
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include Mira Furlan, 
Ambassador Delenn on 
Babylon 5, and two actors 
best known for the masks 
they wore in the three Szar 
Wars films— Jeremy Bul- 
loch, (Boba Fett) and David 
Prowse (Darth Vader). 
Origins “98 International 
Game Expo & Fair will be 
held July 2-5, 1998 at The 
Greater Columbus Conven- 
tion Center & Hyatt in 
Columbus, Ohio. For 
advance ticket information 
call Andon Unlimited at 1- 
800-529-EXPO. You can 
also register online at the 
official Andon Unlimited 
website at <www. 
andonunlimited.com>. 


Head to Origins for a 
Revolutionary Event 
Would you like a chance to 
take Peter Adkison’s head? 
then prepare for the Live- 
Action (so to speak) Guillo- 
tine game at this year’s 
Origins. For your chance to 
participate (and whack some 
gaming industry heads), 
check out Guillotine at the 
Wizards of the Coast booth. 
Everyone who takes a turn 
being an executioner at the 
demo table on Friday and 
Saturday will earn a chance 


to be a rival headsman in the 
Live-Action version. 

The Live Action Guillo- 
tine game will sport great 
prizes and the chance 
to drop a large blade 
on the heads of 
some notable 
“Nobles” from the 
adventure gaming 
industry, artists, 
and (possibly) 
film and comic 
book stars who 
will act out the 
great new 
game from 
Wizards of the 
Coast. 

Among the guests who 
will become kings (and 
dukes) for a day are: Wizards 
of the Coast President Peter 
Adkison, Magic: The 
Gathering creator Richard 
Garfield, Guillotine 
designer Paul Peterson, 
Guillotine artists Mike 
Raabe and Quinton Hoover, 
our very own Editor-in- 
Chief Mark Rosewater, and 
some guy named Rick Swan. 


Magic Comics 

Heat Up In Crucible 
Action heats up as the intre- 
pid crew of the Weatherlight 
enter Volrath’s stronghold in 


Crucible, Dark Horse Comics 
third Gerrard’s Quest comic- 
book (available May 27). 
From Sliver attacks, to a 
dark revelation in the “map” 
room, to a final 
confronta- 

_ tion between 
f Crovax and 
is beloved 
angel, Selenia, 
Gerrard and 


company brave 


in their quest to 
save Sisay and 
rescue their com- 
© rades Karn and 
Tahngarth from 
Volrath’s prison. 

But, the search is far from 
over. In Destiny, the final 
issue (available in late June), 
Gerrard will finally meet the 
evil evincar. Gerrard's Quest 
comics are available at 
select comic stores as well 
as newsstands. For more 
information, check out the 
Wizards website at <www. 
wizards.com> or the Dark 
Horse Comic website 
<www.dhorse.com>. 


Legendary Journeys 
on an Endless Quest 
TSR, creator of Dungeons 
and Dragons—the grand- 


daddy of adventure games— 
is about to take you on an 
endless quest. And to safe- 
guard you against danger 
along the way, you can bring 
a legendary hero and a war- 
rior princess. 

The Endless Quest 
Adventure Games allow 
two players to star in an 
adventure of their very 
own. In Hercules: The 
Legendary Journeys End- 
less Quest, one player stars 
as Hercules and the other 
player co-stars as Xena 
(it’s reversed in the Xena: 
Warrior Princess Endless 
Quest). Players build their 
own game board using 
Quest Tiles. 

As Hercules and Xena 
move over the Tiles, players 
can defeat villains, com- 
plete quests, collect gifts, 
and perform other heroic 
actions. Certain Tiles offer 
glory points as rewards for 
overcoming challenges, and 
games are played to a set 
number of points. With 
more than 50 Quest Tiles, 
the game changes each 
time it’s played. The End- 
less Quest Adventure 
games should be available 
at game and hobby stores 
in July. 


Ante Metter 


. ON JUPITER, A BLACK 
\oTss PRODUCES YZ MANA! 
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in HERE (5 NO WORD IN THE 
ESKIMO LANGUAGE FoR 
“MANA SCREWED." 


by Erik Andresen 


w"MOx" 15 AN ACRONYM 
MEANING “QQAKE i 
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You know what they do. But who does it better? 


Hercules: The Legendary Journeys™ joins 
Xena: Warrior Princess™ as the latest action-fest 
in the new ARC System™ trading card game line. 


Hercules brings his own style to the world of trading 
' card games. Power stunts, superhuman strength, and 
hordes of ugly monsters. 


Plus a whole lot of damsels in distress. 


On its own or played against Xena, the Hercules 
TCG makes for some wild combos. 


Get the big picture. Check out the Hercules TCG. 


SYSTE M.. 


WIZARDS OF THE COAST and ARC System are trademarks of Wizards of the Coast, Inc. Hercules: The Legendary Journeys ™ and ©1998 Universal Television Enterprises, Inc. Licensed by Universal Studios Licensing, 
Inc. Alll rights reserved. Xena: Warrior Princess ™ and ©1998 Universal Television Enterprises, Inc. Licensed by Universal Studios Licensing, Inc. All rights reserved. ©1998 Wizards of the Coast, Inc. 
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So- YOU'RE THE CAPTAIN "WE'RE FROM UPPER MICHIGAN, THE|| “WELL SIR, THAT WAS THE DEST PLA 
OF TERM HOUGHTON? ECONOMY UP THERE REALLY SUCKS || ANY BODY'D COME LIP WITH IN THOSE 
SINCE THEY CLOSED THE MINES, BUT || PARTS FOR 27 YEARS. 50 PEOPLE 
WANT TO EXPLAIN How ME AND Mv BUDDIES HAD A PLA N° KE PT ASKING TO JoIN OUR TEAM. * 
IT ALL HAPPENED? ; 
lr WE GET TOBE A 


GOOD ENOUGH MAGIC 
TEAM- WIZARDS’*LE 
A FLY US OUT OF HERE J 


“WE WERE A LITTLE WORRIED THAT (CED, “BUT WE WON FAIR AND SQUARE, 

WE HAD Too MANY PEOPLE, BUT , $O WIZARDS HAD Ta FLY US To 

ALL THE JUDGES ASKED WAS—* ’ 4 |THE PLAYOFFS IN SEATTLE. 
OKAY: WWE HIT YOUR TEAM WITH- | P 

1500 SHIVAN MUDLARKS - HoHollo- A LITTLE ERROR HERE. 
THIS TRAVEL EXPENDITURE | 
SAYS TEN PHI7S, NOT" 


| 7EN SEATS. 
bs ‘ ee . ACTUALLY, 


H L 
T-SHIRTS, WE NEED 26,947 WORK IN WIZARDS’ 
IN EXTRA ae LARGE... WAREHOUSE, IT'S 
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We packed so much new stuff into the 1998 GEN CON® Game ay 24 da OUR AFFAIR 


Now you. can check out the booths and events during the day, 
and play in organized gaming events all night long. 


What will you do with the 
extra time? May we suggest: 
- Cruise the new exhibit hall and preview next year’s hottest games 
- Meet Robert Picardo “The Doctor” from “Star Trek: Voyager,” 
and cast members from the original “Lost in Space” 
- Talk to one of your favorite authors, artists, or game designers 
- Participate in one of over 2,000 gaming events 


Bring on the catieine EN Con ’98 


August 6-9, Midwest Express Center 

Milwaukee, Wisconsin 

For more » infortwation call Andon Unlimited at (614) 856-3976 
or find them on the Web at <www.andonunlimited.com>. 


GEN CON is a registered trademark of TSR, inc. TSR, Inc. is a subsidiary of Wizards of the Coast, inc. ©1998 Wizards of the Coast, Inc. All rights reserved. 


ultiplayer games can be trickier than standard duels. For one thing, 
you have more opponents to worry about, so an all-out assault may 
y leave you vulnerable to more than one counterattack before you 
untap. As any global power will tell you, you can’t just beat up your 
neighbors without thinking about the consequences. So when it comes to multiplayer 
combos you need to either gain total control of the game with one decisive action or 
play defensively while making allies to help you in the war. 


to take out creatures, you'll take 4 damage 
the player _ but receive 36 life. You can add 
with the in a CoP: Black to negate the 
fewest crea- damage to yourself, and if 
- tures in the youre really cruel, enchant the 
graveyard first. Crypt Rats with Flickering 
Ward so it’s immune to the 


You won't make many 
friends when you play 
Wrath of God 
in a multiplayer 
game. But then 
who will retaliate 
when you have 
the mother of all 
Lhurgoyfs on the 
table ready to 
pounce? It’s really 
pretty simple. Cast 
Wrath of God to destroy all clearing the table and gaining 
creatures within range to fill life in the process? With Crypt 
up the graveyards around you. __ Rats in play, you can pay X 
Then cast Lhurgoyf, which has black mana to have the Rats 
power and toughness depen- deal X damage to all creatures 


sand damage. You won't gain as 
: Link much life, but you can repeat 

What’s better than the process next 

destroying all crea- turn. 

| tures on the table 

ea = tocleara path for 

your eee gun? How about 


dent on the number of crea- and players. The damage you 
tures in a// graveyards. take will be paltry compared to 
Depending on the sphere of the life you'll receive from 
influence you're play- Spirit Link, a creature Syphon Sc 
ing, there 
should easily 
be ten or more 


enchantment that gives Ask any Magic veteran how to 
you 1 life for every point deal damage while gaining life 
of damage the enchanted and he or she will mention 
creatures in creature deals—in Syphon Soul from Legends. 
this case, the Here’s a multiplayer card made 
Rats. Soif before multiplayer games 


you deal 4 became popular. For 2% you 


local graveyards. 
Now wade into 

battle; since the 

field has been 


cleansed you won't 


damage to deal 2 damage to all players 
each of three —_ except yourself and you gain 
encounter much players and life equal to the total amount 


resistance. Remember ~ their six total of damage done by Syphon 
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Soul. What was a decent 
dueling card became an 
incredible multiplayer card in 
the heyday of free-for-all 
games. And what can be bet- 
ter than a great effect? How 
about the same effect twice? 
Fork, a Third Edition card, 
will duplicate an instant or 
sorcery for only @@. Thus, 
with these two spells you can 
deal 8 damage to an opposing 
two-headed giant (4 to each 
head) and gain 8 life for your 
team (4 damage to your part- 
ner, but a 12-point life gain 
for you). All 
together now, 


“Woohoo!” 


mowling Ming 

Of course multiplayer games 
are not just about beating 
your opponents into the 
ground (that’s boxing). In a 
big game, politics come into 
play. If you want to stay 
alive you must shore 

up your defenses and . 

find allies. This ' 
combo helps you do 
both. With Howling 
Mine in play (which 


provides an extra draw 
to all players) the players © 
around you have a vested 
interest in keeping you 
alive. Island Sanctuary 
allows you to decline the 
extra draw from the Mine — 
so that only creatures with 
flying or islandwalk can / 


attack you until your next 
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turn. Mystic Decree strips 
away flying and island- 
walk from all creatures. 
So, you get to draw a card 


Walls are actually quite 
effective in most multiplayer 
formats because everyone has 
multiple opponents; your ene- 


and no creatures can 
attack you. At the same 


time, your opponents want mies are less likely to use 


to keep you alive so they can creature-removal spells on 
benefit from the Howling 


Mine. You'll be in your 


armies, your walls when their foes’ 
so if creatures are attacking them. 


“happy place.” youre ‘To get past a wall and do 
the emperor, you damage opponents must com- 
Jade Menolith and might want to pack this mit more forces to the attack, 
Circles of Protection combo to protect the troops. leaving them vulnerable to 
As Sun Tzu—or was it Rob Jade Monolith allows you to —_ counterattack. So if you're 
Hahn—might have said, if redirect to yourself all damage going to use walls, why not 
you control the battlefield done to any creature within use the best walls in the 


you can control the war. range. But since the source of 


Thus, it is important in the damage doesn’t change, 
long games (like most you can use a Circle of Pro- 
multiplayer games) to tection for the appropriate 


keep your side’s forces on _ color to prevent that damage 
the battlefield longer than _to yourself. With enough 
your opponents’ forces. For mana and the correct Circles, 
example, ina game of an emperor can keep his or 
Emperor the her generals’ armies healthy 

emperor is only and fighting the good fight 

as strong as his until the opposing forces are 
or her generals’ vanquished. 


oe Ps ' game—Stronghold walls. Wall 
a Tt | om y 3 _ of Souls, a 1/4 wall for 1@, 
| | -— = deals damage to your oppo- 


_ nent equal to the damage it 
Q ae " receives in combat, ensuring 
rd createe ane fate & ned “extra Pt : _ opponents won't want to 
ape ’ now’ attack you. Ifyou then cast 


Sadistic Glee on your wall, it 
will get +1/+1 every time a 
creature goes to any grave- 
yard, which can happen pretty 
often in a big game. Your 
opponents won't want to 


_ forever, of course, so you 
_ might want to pack some 


e 
: eT deal: pee S 
purns Please 2° NP lear Aid 
aL Mle Nownts: Wien Ag casds 
to all ae one? aw a t : 
lay, al) OPP ter, a selee aoe oe 
v qisaseed _ “Duelist Picks & Tricks” was compiled by Will 


te 
' while some a = McDermott, with contributions from Brady 
f y Dommermuth and Steve Earth. 


ALL THE Favorite UNITS FROM. New STRATEGIES, SPECIAL EFFECTS, 
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by Charlie Action and Henry Stern 


This month, Jacob Kimm of Rockwall, Texas presents us with 


a truly unique and timely challenge. For our multiplayer 
issue, Jacob sent in this Sefior Speedy deck that’s designed 
to drop some heavy-duty creatures in a hurry. Jacob’s deck 
has no trouble in traditional duels, and can even make it 


through the first few opponents in a multiplayer game. After 


that, it quickly runs out of steam. Our resident physicians 


are scrubbing up now.... 


If you’d like us to consider your deck for “Deck Clinic,” just 
send a list of what’s in your deck along with a brief description 
of its ailment to: Deck Clinic, clo The Duelist, P.O. Box 707, 
Renton, WA 98057-0707, or to <Duelist@wizards.com>. 


CHARLIE 


o, Lam charged with 

fixing Jacob’s deck so 

that it remains fast, yet 

packs a lot of punch in 

the end game. My 
response to this is: “I’m a doc- 
tor, not a miracle worker!” 

-The main problem is that 

any deck that’s good in the 
late-game is not good early, 
and vice versa. However, not 
one to refuse a challenge, I 
will primarily try to make 
changes that will make it bet- 
ter for multiplayer games 
without seriously affecting its 
ability to win a duel. Since 
Jacob wants this deck to 
remain a speedy, big-creature 
affair, we will not depart from 
the theme. 

When designing a deck for 
multiplayer games, you have 
to work under different 
assumptions. The biggest dif- 
ference is that you play multi- 
player games for much longer 
than traditional duels, and 
therefore see much more of 
your deck. In order to make 
good multiplayer decks, you 
need to make sure you 
include a significant portion 
of the following: mass effects, 
repeatable effects, control, 
deterrence, and expensive 
spells. You also need to make 
sure the deck is not narrow, 
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because at least one of your 
many opponents will proba- 
bly be able to exploit your 
weakness. 

Jacob’s deck did not have 
any mass effects, which is 
one of the reasons it hasn’t 
done too well in multiplayer. 
Mass effects allow you to 
make sure none of your 
opponents can harm you. A 
good card in this regard is 
Living Death, which can 


wipe out many creatures and 


drastically hurt many people. 
Another component of a 
good multiplayer deck is 
deterrence. Jacob’s deck just 
tried to kill opponents as 
quickly as possible and didn't 
have any deterrence. Cards 
like Grave Pact, Angelic 
Renewal, and Disturbed Bur- 
ial make it so other players 
don’t want to kill your crea- 
tures. Wall of Essence is also 
good at deterrence because 
you gain life when it blocks so 
your opponents will be more 
likely to attack someone else. 
It is advisable to have a 
control aspect in your multi- 
player deck. The old deck 
controlled the number of an 
opponent’s creatures, but 
couldn't deal with enchant- 
ments or artifacts. That’s why 
I added Disenchant and 
Serene Offering. Multiplayer 
decks also need repeatable 
spells and expensive spells, so 
I added a few more to Jacob’s 
deck. Dregs of Sorrow is an 
excellent example of a good 
expensive card. In the middle 


"__ JACOB'S SENOR- 
SPEEDY DECK) 


of a long game, you. can killa 
lot of creatures and draw a lot 
of cards. Fevered Convulsions 
is another good choice, in 
addition to the Disturbed 
Burials that were already in 
the deck. 

An interesting side effect of 
playing in multiplayer games 
is that you see much more of 
your deck. This fact makes 
combinations, which you 
rarely complete in straight 
duels, actually work 
respectably well. I added sev- 
eral cards to this deck partly 
because they work well with 
Living Death, including 
Skyshroud Vampire, Grave 
Pact, and Blood Pet. 

Finally, I made a few 
changes to the deck that make 
it better in all types of games, 
not just multiplayer. The deck 
had too much one-shot mana 
and not enough regular land, 
so I added a little land and 
took out the Lotus Petals. I 
also trimmed the deck from 
65 cards to 61 to make it more 
reliable and more consistent. 
The deck also had too many 
cards devoted to killing crea- 
tures, so I reduced the number 
of these cards. With the mass 
creature-removal spells I 
added, it can still kill quite a 


large number of critters. 


HENRY 
n Jacob’s letter, he praises 
his deck’s performance in 
two-player games but 
bemoans its performance 
in multiplayer play. Clearly, 
the original deck was geared 
towards the quick kill. With 
over 30 mana sources in the 
deck (many of them one- 
shots), Jacob won by quickly 
getting out a big creature and 
quelling all of his opponent’s 
attempts to kill it. 
Multiplayer games are a 
different animal than 
standard duels and 
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your decks need to be 
designed with this in mind. A 
lot depends on the specific 
multiplayer format. For exam- 
ple, if Jacob were to play in a 
three-on-three Emperor game 
(see page 57), his original deck 
might make an acceptable 
deck for one of the “generals” 
to play. However, it would be a 
poor choice for the emperor. 
In most multiplayer formats 
(like Grand Melee) a fast deck 
is just not a good choice. You 
will often be able to take out 
one or maybe even two peo- 
ple, but eventually your deck 
will stall and the slower decks, 
designed for multiplayer 
games, will take over. 

Another difference in mul- 
tiplayer play is politics. In a 
one-on-one game it’s simple: 
you want to defeat your oppo- 
nent and he or she wants to 
defeat you. It’s more compli- 
cated in a multiplayer game in 
which it’s important to dis- 
courage your opponents from 
attacking you early, allowing 
you time to build. This can be 
accomplished by either look- 
ing so weak that your oppo- 
nents simply ignore you, or by 
putting up a strong initial 
defense, making you an unat- 
tractive target. Generally, it is 
better to use the defensive 
strategy because appearing 
weak is not foolproof (some of 
your opponents might think, 
“Hey, this guy is weak, let’s 
take him out”). Also, putting a 
big offensive threat on the 
table early will generally only 
serve to put a big bull’s-eye on 
your head, and your oppo- 
nents will most likely decide 
to get warmed up with a little 
target practice on you. 

So, how then do you change 
a black speed deck like Sefior 
Speedy into a multiplayer ani- 
mal? First of all, you slow it 
down. One-shot mana boosts 


like Dark Ritual and Lotus 


Petal have little use 

in a multiplayer 

deck. Instead of 
one-time resources 

like these you would 
much rather put 
another land or 

Blood Pet into play. 
Also, the original 

deck had a few small 
attacking creatures that 
don’t belong in the multi- 
player version—like 


Skulking Ghost and 
Dauthi Horror. 

Since I slowed down 
the deck, I made sure it 
has a good early defense; 
you want creatures that 
will discourage your 
opponents from attacking 
you. [wo perfect exam- 
ples of this principle are 
Wall of Death and Bottle 
Gnomes. Both are rela- 
tively inexpensive and 
make great blockers. 
Also, Bottle Gnomes 
works extraordinarily well 
with all the buyback sor- 
ceries and Living Death. 

Another key to multi- 
player games is the con- 
cept of reusability. This 
refers to being able to use 
permanents over and over 
again rather than using 
one-shot sorceries. For 
example, the original deck 
had 15 one-shot creature- 
destruction spells like Terror 
and Diabolic Edict. While 
these spells are fine for straight 
duels, in a multiplayer game 
you would much rather have a 
permanent way to remove 
creatures. This deck uses 
Nekrataal and Grave Pact for 
its primary creature removal. 
Since the deck has numerous 
ways of sacrificing creatures 
and getting creatures out of 
the graveyard, these cards can 
be used over and over again. 
Be careful with Grave Pact, 
though. Once you put it into 


play, your opponents may start 
to gang up on you. 
The deck has a few crea- 


tures you can use as offensive 
threats. Fallen Angel, Night- 
mare, and Revenant should all 
be excellent creatures later in 
the game. Also, once you 
Corpse Dance an opponent’s 
hand away with the Mindrip- 
per, it can also make a decent 
attacker. 

Finally, the spells in the new 
deck are all geared toward the 
slower theme. Corpse Dance 


and Disturbed Burial can both 


be used to get a creature out of 


the graveyard while Living 
Death is more of a reset but- 
ton to use if your opponents 
have many good creatures in 
play. With all of your grave- 
yard recursion, you should be 
back on your feet relatively 
quickly following a Living 
Death. Evincar’s Justice is 
another potential road to vic- 
tory, provided you use the 
Bottle Gnomes—Dance com- 
bination to make sure.you 
have enough life. 


Charlie and Henry are touring the countryside 
in a covered wagon, peddling pint-sized bottles 
of “Dr. Chuck Henry's Luminous Green Brain 
Laxative and Metal Polish.” 
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by Monty Ashley 


Could you and your 
friends conquer the 
world (or your local 
comic and card shop) 
working as a team with 
only four Incinerates 
combined? Or how 
about drafting individu- 
ally in a Rochester Draft 
event, but pooling your 
selections with your bud- 
- dies for deck construc- 
tion? Get ready for more 
choices, strategic chal- 
lenges, and opportunities 
since the DCI began 
sanctioning team tourna- 


ments on May I, 1998. 
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If You or Any Member of Your 
Team Is Captured... 


...the DCI Will Sanction 
and Reward Your Efforts 


THE BASICS 


The benefits of working together as a 
team in Magic are well documented: 
teammates try new ideas and work 
together to assemble the best decks, 
and team members can share deck- 
building concepts without worrying 
about designs leaking to the masses. 
With sanctioned team play, these 
teams can now be recognized for 
abilities beyond the individual perfor- 
mances of their members. Teams can 
now be rated and ranked to determine 
not only which team best plays 
together, but also which team best 
prepares together. 

The goal of sanctioned team play 
and DCI team ratings is to track and 
exhibit how well a particular group of 
players works 


together. In com- 

petition, teams live 
or die as a unit—only 

the team receives a rat- 
ing and ranking—so no 
merit badges or ratings 
points are given to individuals 

within a team for their per- 
sonal performance (hey, 
that’s what singles play is 
for). 
Once you put 

together your team, 
you ll need to choose a 
captain and seed your 

players in any order you 
choose. In team competition, 
your captain faces the captain of 
any team youre paired against, then 


each player pairs off with his or her 
seed counterpart. In other words, if 
you're seeded second you will always 
play a match against the second 
seeded player from the opposing team. 
At the end of each round, player 
match results are added together for 
each team. The team with more match 
wins than its opponent wins the 
round—and in team competition it’s 
the round win that both advances a 
team through the tournament and 
counts toward a DCI rating. 

Given the emphasis on a team’s 
ability to work as a unit, each team 
member must use the same DCI 
number at every tournament for the 
results to count toward that team’s rat- 
ing. If a player uses a different DCI 
number, that player’s group will be 
considered a new team and the results 
will reflect this switch. Players can be 
members of multiple teams, however, 
so if the old group wants to do a 
reunion tour, they can pick up where 
they left off. 

Each team participating in an event 
must have the same number of play- 
ers, SO organizers must sanction events 
using a particular team size. They can 
choose to run events with two, three, 
or five players per team. Whatever 
team size organizers choose, each 
sanctioned event is required to have at 
least four teams participating for it to 
count toward the ratings. Ifa player 
has to drop or is disqualified from an 
event after it has started, the team 
may continue throughout the event, 
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but it receives one match loss per 
round for each player it is short. For 
example, if a player on a three-person 
team gets a really bad nosebleed and 
drops out of a tournament during the 
first round, the remaining two team 
members can continue in the tourna- 
ment, but they both have to win their 
matches in order for the team to 
gather the round win because they 
begin each round with one match loss 
tagged on them already. But hey, what 
better bragging material than saying 
you won a three-person tournament 
with two players! 

Limited formats such as Sealed 
Deck, Rochester Draft, and Booster 
Draft will be merged into one rating, 
just as they are in singles competition. 
In addition, all existing Constructed 
formats (Classic, Classic-Restricted, 
Extended, and Standard) are eligible 
for team events, but results from these 
formats will be merged into one team- 
Constructed rating. However, there is 
another new, important distinction 
players and organizers should be aware 
of when sanctioning and preparing for 
Constructed team tournaments. 


CONSTRUCTED 
TEAM EVENTS 


‘Two variants exist in Constructed 
team play: Unified Team Constructed 
and Regular Team Constructed. The 
only difference between the two is the 
degree to which card limits—such as 
the four-card limit or a given format’s 
restricted list—affect the decks used. 

In Unified Team Constructed, 
restricted lists and deck limits apply to 
the team as a whole, so you'll have to 
bargain, plead, and whimper to keep 
those deck-building staples where you 
need them. This variant requires team 
members to work together to find the 
right mix of cards for everyone, and if 
two players plan on using the same 
colors, they’re going to have to com- 
promise. 

But just in case you aren't a master 
of diplomacy or you prefer to build 
alone, Regular Team Constructed 
only applies deck limitations to each 
player individually. In preparing for 


this format, you can find 
the best players in your 
area and all compete using ° 
the exact same decks. The 
sense of teamwork isn’t lost in 
Regular Team Constructed, it just has 
a different feel—more akin to singles 
play, but still keeping the focus on 


team performance. 


LIMITED 
TEAM EVENTS 


The Limited variants of team play 
are even more fun. Your normal, 
everyday Sealed Deck event will see 
the cards available expand dramati- 
cally, but you'll have to use your 
diplomacy skills to get the cards you 
want. Each player is issued the same 
amount of sealed product in this 
Limited style. However, instead of 
each team member building a deck 
from what he or she receives, mem- 
bers pool all cards and build from 
the pool. Of course, your team is 
going to get some cards that every 
player wants, so it’s up to you to 
decide who gets to play with what. 
Whenever possible, identically 
seeded players should be placed in the 
same drafting pod together (for exam- 
ple, if you had eight three-person 
teams at an event, all team captains 
would be placed in an eight-player 
pod together). Organizers have the 
option of allowing teams to build 
decks from the combined pool of 
cards its members draft, but only if 
pods can be constructed according to 
seed position. Alternately, they may 
still choose to use the more conven- 
tional route of players building only 
with what they draft individually. 
Another option available to coordi- 
nators is to place whole teams in one 
pod with other whole teams (this vari- 
ant should only be used with two- or 
three-player teams, as the DCI rec- 
ommends pods have between six and 
eight players in each). For example, 
you may place four two-player teams 
in one drafting pod and witness first- 
hand just how good (or bad) your 
teammates can draft in the heat of 
battle (how do you say, “You idiot!” 


using only your eyebrows?). If you 
choose to draft in this fashion, you can 
also force team members to use only 
the cards they personally drafted. 

You and your new-found team 
members can set drafting strategy 
before the event based on the circum- 
stances—pick a color or two to focus 
on during the draft, for example. Do 
you pass on the red staple your team 
needs, or do you take the Counter- 
spell? Decisions, decisions.... 


OTHER BENEFITS 
OF TEAM PLAY 


Participating in this new kind of 
sanctioned tournament opens many 
exciting opportunities for Magic 
players—from a higher level of cama- 
raderie and skill building to possible 
sponsorships. If your team’s name 
works its way up the ratings, you may 
attract potential sponsors—from your 
local card and comics shop to national 
corporations. The door to new oppor- 
tunities is open now, so assemble your 


team and get ready to compete. 
Monty Ashley is that new guy you see at Pro Tour events. 
You know, the one with the tape recorder in one hand, an 


autographed Ghazban Ogre in the other, and a very con- 
fused look on his face. 
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how many times the cycle is repeated, 
because the loop starts when the Gar- 
goyle returns to play at the end of the 
turn and ends with the Gargoyle in 
the graveyard after the last iteration. 

These rules do not apply to loops 
containing random elements—such as 
coin flipping or deck shuffling—that 
the player wants to repeat until some 
certain condition occurs. 


EFFECTS VS. 
ABILITIES 

The Rule: To determine whether an 
enchantment or continuous effect 
grants an ability, look at the specific 
wording on the source card. If it says 
the permanent “gains” something, the 


by Beth “BethMo” Moursund 


The Rule: There is no such thi 
“infinity” in Magic. Most so-called 
“infinite combinations” are completely 
under the control of a player. For all 
such cases, the player must demon- 
strate the cycle, then state how many 
times he or she wishes to perform the 
action. This may be any positive inte- 
ger. If the opponent does nothing to 
interfere, the action occurs the stated 
number of times. 

In a few cases, conditions in the 
game generate a loop the players do 
not control. In these cases, after 
demonstrating the cycle, each player 
states a number as above. As always, 
the active player chooses first. The 
cycle repeats as many times as the 
largest number chosen and then stops. 

What It Means: Removing infinity 
makes the rules much easier to explain 
and puts an end to arguments such as 
whether an infinite number of Wild 
Pegasus tokens can block an infinite 
number of Goblins while Goblin War 
Drums is in play. 

The first rule covers loops like 
Earthcraft-Wild Growth-Sacred 


Mesa, which allows you to generate an 
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unlimited number of Wild Pegasus 
tokens. Instead of actually tapping and 
untapping tokens and cards for each 
Pegasus, this rule allows you to 
announce how many times you wish to 
perform these actions. However, you 
have to pick an actual number, so if 
your opponent also has a loop he or 
she can pick a larger number later. 
The second rule covers loops con- 
sisting entirely of triggered effects or 
other mandatory actions. For example, 
an Ivory Gargoyle destroyed when 
ther Flash is in play starts an end- 
less cycle of returning to play, taking 
lethal damage, and being destroyed 
again. This rule gives one consistent 
way to resolve these loops. The loop 
happens a number of times and 
stops—even if it would theoretically 
never stop. This helps resolve condi- 
tions that otherwise would be “impos- 
sible.” For example, with Ivory 
Gargoyle—Ather Flash, the Gargoyle 
ends up in the graveyard no matter 


source is granting the permanent an 
ability; if the permanent “loses” some- 
thing, it is removing an ability. If those 
key words aren’t present, the card sim- 
ply produces an effect applying to the 
permanent; removing the permanent’s 
abilities will not change that fact. 
What It Means: Some effects 
remove abilities but not effects. This 
rule defines which is which. For exam- 
ple, Humility will counteract Flight 
(which grants the flying ability), but 


not Pacifism (a continuous effect). 


NAMING A 
CREATURE TYPE 

The Rule: Until now, whenever a 
card asked you to choose a color, land 
type, card name, or creature type, you 
had to choose one that actually exists 
in the set of existing Magic cards. We 
are relaxing the “creature type” part of 
this rule. It is now legal to choose any 
creature type, whether or not it exists 
in Magic. However, you can only use 
nouns, and they cannot have another 
meaning in Magic. 

What It Means: You can now use 
Volrath’s Laboratory to create Platypus 
tokens. You still can’t name a token 
“opponent” or “land” or anything else 
with a meaning in Magic. Also note 
that choosing a slanderous, obscene, or 
otherwise offensive name is poor 
sportsmanship and may result in ejec- 
tion from a tournament. 
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COMES-INTO-PLAY 
TRIGGERS 


The Rule: There are two distinct 


types of abilities that trigger when a 
card comes into play. The first type, 
worded “When <name of this card> 
comes into play,” triggers only on its 
own card coming into play. After that, 
the ability is inactive. The second type, 
worded “Whenever <description of a 
class of permanents> comes into play,” 
creates a continuous effect that lasts 
as long as the card is in play and 
watches for anything matching 
the description. Cards with this 
second type of ability cannot 
trigger when they come into 
play, or when anything enters 
play simultaneously with them, 
since they’re not yet in play to 
“see” the event. 

What It Means: This one is a 
clarification, not a new rule. For 
example, if two Mogg Bombers 
enter play simultaneously (say via 
Living Death), neither one will trigger. 


COPY CARDS 


The Rule: All existing special-case 
rulings about permanents that copy 
cards or tokens are repealed, to be 
replaced with the following rulings and 
errata. 

1) When something copies a card or 
token, it reads all the base characteris- 
tics of the card or token, ignoring any 
changes made by other spells or abili- 
ties. Those characteristics become base 
characteristics of the copying perma- 
nent. In most cases, this means it will 
inherit exactly what’s printed on the 
copied card (or governing text on the 
card that generated a copied token). 
However, if one permanent copies 
another that is already copying some- 
thing else, it will copy the copied char- 
acteristics. Similarly, if a permanent 
copies something that sets its base 
characteristics when entering play, 
such as Primal Clay, it will copy the 
existing characteristics rather than 
allow you to choose new ones. 

2) Ifa permanent has an ability with 
a usage restriction (for example “Use 


this ability only once per turn” or “You 
cannot spend more than <amount of 
mana> in this way each turn”) and it 
becomes a copy of something else with 
the same ability, the restriction carries 
over to the new copy of the ability. 
Thus, you can’t get around the restric- 
tion by duplicating the ability. 

3) If a permanent copies a legend 
already in play, it is treated as the 
newer of the two and sacrificed, even if 
_. it has been in play longer 
than the copied legend. 


Copy Card Errata 
Clone: Clone comes into 
play as a copy of target crea- 
ture card or creature token. 

Copy Artifact: Copy Arti- 
fact comes into play as a copy 
of target artifact card or artifact 

token, but also counts as a global 
enchantment. 

Dance of Many: During your 
upkeep, pay @ @ or bury Dance of 
Many. 

When you play Dance of Many, 
choose target summon card. When 
Dance of Many comes into play, put a 
token creature into play and treat it as 
a copy of that summon card. If either 
Dance of Many or the token creature 
leaves play, bury the other. 

Echo Chamber: 4, @: An oppo- 
nent chooses target creature card or 
creature token he or she controls. Put a 
token creature into play and treat it as 
a copy of that card or token. The token 
creature is unaffected by summoning 
sickness this turn. At end of turn, 
remove the token creature from the 
game. Play this ability as a sorcery. 

Fork: Fork resolves as a copy of tar- 
get instant or sorcery spell, except that 
it does not copy that spell’s color. 
When you play Fork, choose all 
targets required by the copy. 
(You cannot change other 
choices made by the original 
caster.) 

Unstable Shapeshifter: 
Whenever any creature card or crea- 
ture token comes into play, 


Unstable Shapeshifter 


- 


becomes a copy of that card or token 
and gains this ability. 

Vesuvan Doppelganger: Vesuvan 
Doppelganger comes into play as a 
copy of target creature card or creature 
token, except that it does not copy that 
creature’s color, and gains “0: Vesuvan 
Doppelganger loses all abilities and 
becomes a copy of target creature card 
or creature token, except that it does 
not copy that creature’s color and gains 
this ability. Use this ability only during 
your upkeep and only once per turn.” 

Volrath’s Shapeshifter: As long as 
the top card of your graveyard is a 
creature card, Volrath’s Shapeshifter is 
a copy of that card with this ability and 
the ability “2: Choose and discard a 
card” added to it. Any undefined char- 
acteristics are not copied. 

2: Choose and discard a card. 

What It Means: The rulings about 
“copy cards” had become increasingly 
long and convoluted, and more ques- 
tions about Shapeshifters not covered 
by existing rules kept rolling in. 
Instead of continuing to add special- 
case rulings, the Rules team decided 


things would work quite well in most ~ 


cases with fixed card wordings and 
normal rules. 

Repealing the special-case rules does 
change a few things. Here are a few 
notable effects, the results of applying 
the rules to the cards. These do reverse 
a number of things that used to have 
special rules. 

w When a Doppelganger or 

Shapeshifter changes form, it does 

not trigger abilities that depend on 

cards leaving play. Likewise, coun- 
ters and effects granted by abilities 
of the previous form are not 
removed. (The new form still 

does not trigger “comes into 
play” abilities.) 


[continued on next page] 
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continued 


m Whenever a card refers to itself by 
name, it means “this card” even if its 
name changes. This rule applies to 
Doppelgangers and Shapeshifters 
too. For example, if a Shapeshifter 
copies a Thalakos Dreamsower, uses 
the Dreamsower ability, then 
changes to another form, the tar- 
geted creature will remain tapped as 
long as the Shapeshifter card 
remains tapped. 

m Copy cards do not retain any of 
their own characteristics except 
those specified in the card text. 
If one copies an artifact crea- 
ture, for example, it is no 
longer a legal target for spells 
or abilities that target 
summon cards. 

m Vesuvan Doppel- 
ganger does not 
“remember” which 
creature it copied— 
it can recopy the 
same creature next 
turn. 

wi If a Doppel- 
ganger is copying 
a creature with an 
upkeep cost, it 
cannot shift 
forms before 
paying the 
upkeep. If it 
copies a creature 
with cumulative 
upkeep and later shifts to a differ- 
ent creature with cumulative 
upkeep, the old cumulative upkeep 
counters apply to the new upkeep 
cost. For example, a Doppelganger 
copies a Firestorm Hellkite (cumu- 
lative upkeep @ @) and remains in 
that form through three upkeep 
payments, gaining three cumulative 
upkeep counters. If it then copies a 
Soldevi Simulacrum (cumulative 
upkeep 1), its next upkeep payment 
will be 4. 

m If a Vesuvan Doppelganger, 
Unstable Shapeshifter, or Volrath’s 
Shapeshifter copies another of these 
three, its next shift will completely 
eliminate one set of abilities. For 


example, if Volrath’s Shapeshifter is 
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in play and copying an Unstable 
Shapeshifter in the graveyard, when 
Grizzly Bears is summoned the 
Unstable Shapeshifter’s ability gets 
triggered, which copies the Bears 
and grants the Unstable 
Shapeshifter ability. Thus, you get a 
card with the artwork of Volrath’s 
Shapeshifter, and the function of 
Unstable Shapeshifter (currently 
copying Grizzly Bears). 

w Effects of Sleight of Mind, 
Magical Hack, and so on are not 
copied. 

w If Volrath’s Shapeshifter is in 
play and Minion of the Wastes 
is on top of your graveyard, 

Shapeshifter becomes a 0/1 

Minion of the Wastes, since 
the copied card has unde- 
fined power and toughness 

while not in play. 


CARD ERRATA 
The Rules: Cannibalize 
should read “Choose a 
player and two target crea- 
tures controlled by that 
player. Remove one of 
those creatures from 
the game and 
put two +1/+1 
counters on the 
other.” 

Fungus Ele- 
mental should read 
“When Fungus Elemental comes into 
play, it gains ‘®, Sacrifice a forest: Put a 
+2/+2 counter on Fungus Elemental’ 
until end of turn.” 

What It Means: These are minor 
wording tweaks to clean up ambiguities 
or inconsistencies. The original word- 
ing on Cannibalize was unclear about 
what happened if different players con- 
trolled the creatures when the spell 
resolved. This wording makes it clear 
the spell affects the creature controlled 
by the chosen player, but not the other 
creature. The Fungus Elemental 
change fixes an odd interaction with 
phasing. 


BethMo wanted to create an infinite 
number of platypt, but now she cant. 
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CLASSIC (TYPE 5 
BANNED 

Any ante card contained in 
any newly released card set 
Amulet of Quoz 

Bronze Tablet 

Channel 

Chaos Orb 

Contract from Below 
Darkpact 

Demonic Attorney 
Divine Intervention 
Falling Star 

Jeweled Bird 

Mind Twist 

Rebirth 

Shahrazad 

Tempest Efreet 
Timmerian Fiends 


CLASSIC (TYPE f) 
RESTRICTED 
Ancestral Recall 
Balance 

Berserk 

Black Lotus 
Black Vise 
Braingeyser 
Demonic Tutor 
Fastbond 

Fork 

Ivory Tower 
Library of Alexandria 
Maze of Ith 
Mirror Universe 
Mox Emerald 
Mox Jet 

Mox Pearl 

Mox Ruby 

Mox Sapphire 
Recall 

Regrowth 

Sol Ring 

Strip Mine 

Time Walk 
Timetwister 
Underworld Dreams 
Wheel of Fortune 


CLASSIC-RESTRICTED 
(TYPE 1.5) BANNED 
Any ante card contained in 
any newly released card set 
Amulet of Quoz 
Ancestral Recall 
Balance 

Berserk 

Black Lotus 

Black Vise 
Braingeyser 

Bronze Tablet 
Candelabra of Tawnos 
Channel 

Chaos Orb 

Contract from Below 
Copy Artifact 
Darkpact 

Demonic Attorney 
Demonic Tutor 

Divine Intervention 
Falling Star 

Fastbond 


Feldon’s Cane 

Fork 

Ivory Tower 

Jeweled Bird 

Library of Alexandria 
Maze of Ith 

Mind Twist 

Mirror Universe 
Mishra’s Workshop 
Mox Emerald 

Mox Jet 

Mox Pearl 

Mox Ruby 

Mox Sapphire 
Rebirth 

Recall 

Regrowth 

Shahrazad 

Sol Ring 

Strip Mine 

Tempest Efreet 
Time Walk 
Timetwister 
Timmerian Fiends 
Underworld Dreams 
Wheel of Fortune 
Zuran Orb 
EXTENDED 

BANNED 

Any cards from the follow- 
ing limited-edition expan- 
sions and basic sets are 
banned unless they are 
reprinted in a legal set, 
limited or otherwise: 
Arabian Nights 
Antiquities 
Legends 

Limited 

Unlimited 


The following individual 
cards are also banned in 
Extended format: 
Balance 

Black Vise 
Braingeyser 
Channel 

Demonic Tutor 
Fastbond 
Hypnotic Specter 
Ivory Tower 

Kird Ape 

Mana Crypt 

Maze of Ith 

Mind Twist 
Regrowth 
Serendib Efreet 
Sol Ring 

Strip Mine 

Wheel of Fortune 
Zuran Orb 


STANDARD (TYPE It) 
BANNED 

Any ante card contained in 
any newly released card set 


Theme Weavers highlights decks that are light on strategy but heavy on theme. To submit 
a deck, send a card list and a short explanation to “Theme Weavers” /o'The Duelist, 
PO. Box 707, Renton, WA 98057-0707, or to <duelist@wizards.com>. Include your name, 
address, and phone number for verification. Explanations may be edited for length or clarity. 

: Redirect 1 damage from Warrior 


Kor to a creature you control. 


his Is Your Brain reflects the bruising inner turmoil of the casual Magic Only a mater as vital as destroying 


Volrath could bring together the 
reclusive Kor people. 


player or collector when a new set is released: Painful Memories (“I can’t 
believe I spent all that money on Tempest...I won't do that again!”), 
Apathy (“Humph... Stronghold...big deal.”), Inspiration (“Although. ..those 
new cards look pretty cool and would fit great in my decks.”), Force of Will 
(“No...must...not...buy...cards.”), Coercion (“Well, maybe just one pack...”), 
Impulse (“...or two...or three.”), Brainstorm (“Ah, I might as well get a couple 
boxes.”), Mind Twist (“It’s only money.”), Terror (“How much did I just spend?”), 
Tendrils of Despair (“Oh, no. I did it again.”), Amnesia (“What was I thinking?”), 
and Agonizing Memories (“I can’t believe I spent all that money on S¢rong- 
hold... won't do that again!”). The rest of the cards in the deck, mostly discard or 
denial, support the theme—discard your savings and then deny you did it for a 
card game. Oh, well. All in the name of fun, right? 
—Matt Steflik, Binghamton, New York 


| Painful Memories Mind Harness 


BLACK BLUE GOLD 
| Agonizing Memories | Amnesia | Lobotomy 
| Coercion | Apathy 
| Enfeeblement | Braingeyser — ACTS 

4 a rindstone 
| Megrim | Brainstorm | Mindstone 
| Mind Peel I Force of Will 
| Mind Ravel | Forget LANDS 
| Mind Twist | Impulse I1 Island 
| Mind Warp | Inspiration 11 Swamp 
| Mindwarper | Memory Lapse 
| Mind Whip | Mind Bend 
| Mindwhip Sliver | Mind Bomb 
| Mindstab Thrull | Mind Games 

I 

| Seizures I Mnemonic Sliver 
| Stupor I Recall 
I Tendrils of Despair I Sleight of Mind 
| Terror | Thought Lash 


| Urborg Mindsucker 


FIVE- SLIVER 


n this primarily four-color Sliver deck (with a smattering of black for the 

Queen), you can typically have several 2/2 flying, first-striking Slivers in play 

by turn four. Countermagic (Arcane Denial and Mana Leak) protect against 
major threats. Disenchant, Pacifism, and Lightning Bolt disable anything else 
that hits the table. Sliver Queen and Victual Sliver provide life generation. 
—Tim Almdal, Victoria, British Columbia, Canada 


SLIVERS (27) SPELLS (19) LANDS (21) 
3 Crystalline Sliver 4 Arcane Denial 2 Badlands 
3 Heart Sliver 3 Disenchant | Bayou 

4 Metallic Sliver | Lightning Bolt 3 Plateau 

4 Muscle Sliver 2 Mana Leak | Savannah 


2 Sliver Queen 3 Mob Justice 2 Scrubland 

2 Spined Sliver 3 Pacifism 4Taiga 

4 Talon Sliver I Regrowth 3 Tropical Island 

2 Victual Sliver 2 Vitalize 2 Tundra 

3 Winged Sliver | Underground Sea 
2 Volcanic Island 
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embiiee If you see or hear about a 
particularly interesting key play, 


Brian Weissman : : 
write to us about it at “Key 
Plays,” c/o The Duelist, RO. Box 
707, Renton, WA 98057, or 


<duelist@wizards.com>. 


You’re in a New York BR 
State of Dead JON FINKEL 


F Black $ ells: 12 
he most astounding key play of Pro 1 Clot cel (i) 
‘Tour-New York took place on the =P Coercion 
first day in a match between New Yate hel 
' York’s Sean Fleischman and Cali- -y Bases nde :. 
fornia’s Kurt Burgner. They were in the sec- . | Foullmp 
ond game of their match, with Fleischman | Grave Pact — 


2 Gravedigger 


up one game to zero. Sean had put Burgner T Rebseiae 


on the defensive early in the game, but the | Rats of Rath 
tough Californian had been mounting a | Spinal Graft 
comeback. With time in the match slipping Blue Spells (1 oy 
away and the game hanging in the balance, Fleischman 2 Mana Leak 
de a play that Magic players everywhere only drea BoM ee oy 
apc een Ge gic play MA pea 1 Power Sink 
on With nine mana on the table and just his lone creature with shadow fac- I Thalakos Deceiver 
ing off against Kurt’s growing horde, the New York native played Mogg 1 Time Ebb 
Bombers. Then, with his remaining five mana, he played the rarely used ; oe 
spell Mogg Infestation. Kurt had three creatures in play on his side, all of A Tradewind aller 


which were promptly replaced by 1/1 Goblin tokens. The catch was that : I Whispers of the Muse 
every Goblin came into play simultaneously, causing each to trigger the LGind pe i: 
bomber’s explosive effect. Fleischman’s patience paid off with 18 points of Multicolored (1) 


; P ; E | Hibernati i 
instant damage, and one very dead opponent! Definitely a once-in-a-life- Ieraiation Slit 


: Artifacts 
oe key pay, ! oe 
Land (16) 
Do You Feel a Draft? one 
__ SIDEBOARD 
t wasn't so much a memorable to his right, Nate Clarke and David | Circle of Protection: 
midgame decision as it was a Bachman, and calmly selected the Shadow 
brilliant, on-the-fly assessment of Dauthi Horror into his draft box. : ee. 
two opponents. Looking at his By taking the only possible card in LEcho Chamber 
first pack of Tempest in the Top 8 the pack that could cause a player to 1 Endangered Armodon 
draft of Pro Tour-New York, John — commit to black, Finkel practically : pe Pas 
; 5 : esitation _ 
Finkel saw a number of good assured himself some quality black leap 
playable cards. The best card in cards later in the draft. 1 Moge Fakauc 


I] Mogg Raider 
| Natural Spring 
1 Rats of Rath 


2 Reap I Thalakos Se 
| Sadistic Glee 2 Volrath’s 


the pack was Master Decoy, fol- 


lowed closely by some other 
great stuff like Mogg Fanatic, 
Canyon Wildcat, and Dauthi 
Horror. Now, anyone that’s 
good at Booster Draft can 
tell you that it is really the 
early picks that both define 
what youre going to be 


A Youthful “eS 


drafting and dictate what 
youre going to get from your 
opponents down the road. In the Gi “ 
short span of about 45 seconds, Finkel on-the Fly: 
he Bink 3 ‘ In the span of mere seconds, John 
Jo ee ee ee Finkel’s strategic assessment assured 


drafting strategies of the two people him a spot at the champion’s table. 


A G 


M 


wy 


The Lhurgoyf and the 
Revenant both feed off the 
dead (one literally, one spiri- 
tually). The “Hans” men- 
tioned in the flavor text was 
simply a nod to old players. 
It’s not the same guy, it’s just 
someone who doesn’t want to 
be awakened from death. I’ve 
seen news groups pondering 
what a character from Ice Age 
would be doing in Stronghold. 
Trust me, don’t strain your 
brains, there is much more 
important foreshadowing 
elsewhere in the flavor text. 


The Lhurgoyf is a prime 
example of how a relatively 
friendly color like green can 
produce some really hard-bit- 
ten critters when the climate 
changes. After all, nature is 
supremely adaptable and the 
Lhurgoyf’s carrion diet was 
the product of dwindling food 


resources. Lhurgoyfs still exist 


1. How easy is it to get ahold of a Black Lotus in Dominia? 


Not easy. At all. 


2. Are Moxes one-of-a-kind, or are there many of them? 
There are more than one of each but they are in short supply 
and highly prized. (Sound familiar?) 

3. Do all the people of Dominaria know that there are other planes? 


No, very few know. 


4. Are the Viashino a civilized race? 
Yes, see the Prodigal Sorcerer novel. 
5. Is that Starke on the Stronghold card Shock? 


No. 
6. Are Slivers asexual? 


Yes, and you need a life...still, I should talk, I ‘m the one who 


knew the answer. —PV. 
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by Pete Venters 


in the northern polar region 
of Dominaria. Whether there 
are other ’goyf species is cur- 
rently unknown. 


Dominia and Rath are both 
spherical. This is the general 
norm for the planetary bodies 
within planes, but there are 
exceptions out there. We keep 
the question of whether each 
planet is in its own universe 
purposefully vague. The 
planeswalkers don't think 
about it and we eschew any 
space travel within the 


ae j sets but if you want to read 
Dominia setting. 


the whole thing it is available 
on the Web at <www. 
wizards. com/Duelist_Online/ 
SpecialFeatures/Welcome.html>. 


The “Love Song of Night and 
Day” is an epic love poem 
written by Jenny Scott that 
appeared in the flavor text of 
Mirage and Visions. Not all of 


the poem appears within the Volrath has a private portal in 


his inner sanctum. Starke has 
never been allowed within the 
inner sanctum (few are) and 
doesn’t know of its existence, 
otherwise the crew could have 
had an easier time getting out 
of Rath, though they'd have 
had to leave the Weatherlight 
behind—then where would 
the story be? 


The Phyrexians are one of 


the primary villains in the 


THE DUELIST 


| MARK TEDIN 


multiverse of Dominia. Their 


home plane of Phyrexia is so 
horrific and deadly that few 
people have returned to relate 
what awaits there. Most 
Dominarians’ knowledge of 
Phyrexia comes from ghost 
stories told around the camp 
fire and so the myth grows. 
The beings of Phyrexia are 
perceived as demons, and 
there are tales of monstrous, 
unknowable machines, crea- 
tures of flesh and metal, and 
the unending screams of arti- 
fice creatures. The mysteries 
of Phyrexia will be revealed, 
but only one piece at a time. 
After all, the greatest fear is 
that of the unknown. 


Send questions about Dominia to the 
above address. A few simple guidelines: 


All FAQ answers will appear in 

The Duelist. Do not expect a direct 
email reply to your question. 
“Dominian FAQ” does not answer 
rules questions. 

We cannot supply any information 
about upcoming Magic expansions. 
We will not send you the entire his- 


tory of Dominaria, or even large 
chunks of it. 


<= 


BOOT CAMP IS OVER. 


Settle your differences the civilized way—with 
heavily armed ’Mechs®. Enter the BattleTech® TCG 
- Qualifier Tournaments at any of the listed locations. 
Vie for $250 travel awards and a seat in the 
BattleTech TCG World Championships held at GEN CON® 
in Milwaukee, WI, August 8-9. Qualified players will 
compete for $25,000 in cash and prizes. 


For full details check out the BattleTech DCI” Web 
page at:<www.wizards.com/BT_DCI/Welcome.html>, 
or call Customer Service at (206) 624-0933. 


Tweak your deck and strap on your boots. You've 
got a lot of butt to Kick. 


: 
iL 
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Exodus, Stage Left 


nce again, there’s a new expansion en route and I thought I'd 
give you a few peeks at what to expect. Exodus, following in 
the footsteps of Tempest and Stronghold, has new buybacks 
S (including the long-awaited buyback counterspell), new crea- 
tures with shadow (more than were seen in Stronghold), new 
Licids (including an artifact Licid), new Spikes (including one that 
/ 3 isn't green), new legendary Weatherlight crew members (think blue 
. a and green), more +1/+1 counters, and even a cycle of cards that picks 
up on acommon Tempest mechanic. You can also expect: 


tim at ane aaa eee = 
2) > a favorite Ice Age enchant- > anew card with “Necro” in 
A ment returning as an acti- the title 
vated creature ability > another tournament-level 
ae) > ablue creature enchantment | green card to splash into your 
that might actually see tour- non-green decks. 
. nament play ; Since I have to keep up my 
Se > a 1/1 creature that can reputation for being the official 
become 2/3 under the right | leak here at Wizards, here is an 
< conditions (sound familiar?) uncommon card for your perusal: 


» anenchantment that costs b--- nn nn en en nnn nn nnn nnn nnn nnn nn- 
pert 2€ 6 6 @ (it was “broken” 


-at 3666) Darwin’s Card Update 


s promised, I will keep you all in the loop as 

to what is happening with Darwin's card, 

Avalanche Riders. First, ’'m excited to announce 

that the card has found a home in the first 

expansion for Urza’s Saga, codenamed Gua- 
camole (picked because it’s a cool-sounding word). 
Here is the latest version of the card: 


<Avalanche Riders> 3R 

Summon ??? 2/2 

NEW MECHANIC 

When <CARDNAMED?> comes into play, destroy 
target land. 

<CARDNAME> is unaffected by summoning sickness. 


The name Avalanche Riders has been questioned 
by the Naming team because the set’s current locale 
is too warm for snow. 

The casting cost was changed from 2 @@ to 3 @; 
La Invitacional de Duel ista at this early stage, it could easily change again. 


The casting cost will not mean much until you can 


ith the summer coming up, it will soon be time to see the mystery mechanic mentioned below, but be 


vote for the invitees for the third Duelist Invita- aware that one of the parameters for the Development 
tional. Last year the all-star game took place in Asia team is to make it a top-level tournament card. 
(Hong Kong), and this year it went down in South The creature type has yet to be determined. 
| America (Rio de Janeiro). Next year, we'll venture to Power/Toughness jumps from 2/1 to 2/2. 
“= Europe to visit a sunny country known for its bullfighting and A new mechanic has been added to the card. It will 
siestas. Hasta luego. be one of the new Urza’s Saga mechanics so I can’t 


reveal what it is yet, but the team feels that it has great 
synergy with the Riders. 


Mark Rosewater is curren ; 
through author bios. It 
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Your Inner Warrior 


Unleash your inner warrior 
with the Xena: WARRIOR PRINCESS” 
and HERCULES: THE LEGENDARY JOURNEYS 
ENpLess Quest’ Adventure Games. 
Play Xena or Hercules in either game. 
Quest tiles reveal new challenges and 

cc —_ * aoe let you forge a different adventure 
/ WARRIOR PRINCESS each Ne to Team up with lolus to battle 
\@ Adventure Game Echidna and Hera in the Hercules game. 
Ally yourself with Gabrielle to thwart 
Ares and Callisto in the Xena game. 


These are more than great games. 
They're good for the soul. 


XENA: WARRIOR PRINCESS HERCULES: THE LEGENDARY 
Enptess Quest Adventure Game Journeys ENDLESS Quest 
TSR #1525 Adventure Game 


ISBN #0-7869-1254-5 
Available Now 


TSR #1526 
ISBN #0-7869-1255-3 


Available Now 


www.tsr.com Customer Service 


(206) 624-0933 & 
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STRAIGHT FROM THE START 


by Melody Alder 


Green: A New Beginning 


reen is the color of nature—life, growth, and new beginnings—and these 
themes are reflected in Magic. No other color can build up forces as fast as 
green and no other color has as many creatures. Green's allied colors are 
white and red, so it shares some of their abilities. Its opposing colors are 
black and blue, so you'll find several cards that do nasty things to those colors. 


QUICK BUILD UP 

One of green’s main strengths is fast mana. Having more 
mana than your opponent is especially important in the 
first few turns of a duel because you can play 
<a creatures and other spells before your opponent 
has the resources to stop you. Llanowar Elves can 
be tapped for green mana and is considered a “per- 
manent” mana source because it stays on the 
board until it is destroyed. Other green cards 
enable you to build up mana without waiting to 
draw land, thus increasing your chances of 
drawing more useful, non-land cards later. This is 
called deck thinning. For example, Nature’s 
Lore lets you search your library for a forest 
and put it into play, thus increasing your mana 

base and thinning your deck. 

Green is even kind enough to provide mana 
for other colors. Rampant Growth, another 
deck-thinning card, lets you search your library 
for any basic land type, and you can tap Birds of 

Paradise (a permanent mana source) for any 
color of mana. 


B Green is the poster child = crearunes: Lance NUMBER THEORY 
Green’s second strength lies in its creatures. Not 


for trample, with more only does green have a lot of big fat creatures like the 6/4 
trample creatures Craw Wurm and the 5/4 Spined Wurm, but green’s 


creatures also tend to have a variety of special abilities. 

than any other For example, green is the poster child for trample, with 
more trample creatures than any other color. 

color. To add to its creature strength, several green creatures have 

ways to make themselves or other creatures bigger. Lhurgoyf’s 

power and toughness increase with the number of creatures in all graveyards, while 

Maro’s power and toughness are equal to the number of cards in your hand. And of 

course you can’t forget the new Spikes, which you can activate to transfer +1/+1 

counters from them to other creatures. This threat can often hold off an opponent’s 

creatures or direct damage. Say your opponent wants to blast your 3/3 War Mam- 

moth with an Incinerate. With a Spike on the board, the Incinerate’s 3 damage may 

not be enough to kill the Mammoth, so your opponent will be less likely to cast it. 


ICEE MIPACOIOIA 


ROLEPLAYING GAMES 


TIME RELEASE PRICE Title RELEASE PRICE TIME RELEASE PRICE TITLE RELEASE PRICE 
AD&D 2nd Edition Rules AD&D Dark Sun Call of Cthulhu Shadowrun 
Combat & Tactics 07/95 $17.99 Black Spine 05/95 $20.99 1920's Investigator Comp 02/98 $17.99 2nd Ed.GM Screen 04/95 $11.99 
DM Guide 02/95 $20.99 City by Silt Sea 02/95 $20.99 1990s Handbook 01/96 $11.99 Awakenings 06/96 $12.99 
Monstrous Manual 02/95 $20.99 Dune Trader 04/95 $10.99 Adv. Arkham County 02/95 $17.99 Aztlan 08/96 $15.99 
Players Handbook 02/95 $26.99 — Psionic Artifacts 09/96 $17.99 Arkham Sanitarium 02/98 $14.99 Blood in Boardroom 04/98 $12.99 
Valley Dust & Fire 09/95 $10.99 Arkham Unveiled 10/95 $16.99 Bug City 09/96 $15.99 
AD&D Accessories Bermuda Triangle 02/98 $15.99 Celtic Double Cross 04/95 6.99 
Book of Artifacts 05/95 $17.99 AD&D Forgotten Realms Blood Brothers 2 04/95 $16.99 Companion 11/96 $13.99 
Arms & Equipment Guide 05/95 $15.99 City of Gold 09/95 $10.99 Cairo Guidebook 06/95 $15.99 Corporate Shadowfiles 04/95 $14.99 
Castle Guide 08/95 $12.99 Cormanthyr: Empr of Elves 03/98 $21.99 Call of Cthulhu 02/95 $18.99 Cyberpirates 12/97 $15.99 
Comp! Bk Villians 07/95 $15.99 Elminster Ecology 2 01/96 9.99 Cthulhu Live 05/97 $15.99 Cybertechnology 11/95 $12.99 
Complete Barbarian 06/95 $15.99 Forgotten Realms Cmpgn 07/95 $25.99 Dark Designs. 05/95 $16.99 Dark Angel 09/95 $6.99 
Complete Dwarf 05/95 $15.99 Marco Volo Journey 09/95 $6.99 Dead Reckoning 03/98 $11.99 Divided Assets 09/96 $8.99 
Complete Elves 12/95 $15.99 Menzoberranzan 04/95 $25.99 Delta Green 06/97 $24.99 Double Exposure 04/95 $8.99 
Complete Psionics 11/95 $15.99 Night Below Undrdrk Cmpgn12/95 $25.99 Dreaming Stone 08/97 $10.99 Dream Chipper 02/96 $7.99 
Complete Wizard 05/95 $15.99 Ruins Undermntn 2 06/95 $21.99 Dreamlands 02/98 $19.99 Eye Witness 04/95 18.99 
Council of Wyrms 05/95 $20.99 Undermtn Trilogy 3 01/97 $6.99 Dwellers in Shadows 07/96 $15.99 Fields of Fire 04/95 $13.99 
Tome of Magic 04/95 $17.99 Volo Gde All Thngs Magicl 09/96 $17.99 Encyclopedia Cthulhiana 01/96 $10.99 Germany Sourcebook 07/95 $14.99 
Wizard Spell Comp 1-3 ea 10/96 $21.99 Wizards & Rogues of Realm02/96 $13.99 Escape frm Innsmouth 2 11/97 $19.99 Grimoire 2nd Ed. 04/95 $12.99 
Fatal Experiments 02/95 $16.99 Harlequin's Back 04/95 $12.99 
AD&D Adventures AD&D Lankhmar In the Shadows 02/98 $10.99 Missions 04/97 $12.99 
Dragon Mntn Dix Adv 01/96 $25.99 Avengers of Lankhmar 07/96 $8.99 Keepers Screen 02/95 $13.99 Mob War 12/97 $12.99 
Cleric Challenge 2 01/96 $6.99 City of Lankhmar 02/95 $15.99 London Guidebook 02/97 $12.99 One Stage Before 04/95 7.99 
Fighters Chal 2 04/95 $6.99 Cutthroats of Lankhmar 09/95 8.99 New Orleans Guide 08/97 $14.99 Portfolio of Dragon 11/96 $12.99 
Labyrinth Madness 10/95 $9.99 Lankhmar, City of Adv. 09/96 $10.99 Nocturnum Hollow Winds 04/98 $16.99 Predator & Prey 02/98 $12.99 
Rod of Seven Parts 09/96 $27.99 Prince of Lankhmar 09/95 $8.99 Nocturnum Long Shades 04/98 $16.99 Rigger 2 03/98 $16.99 
The Murky Deep 02/96 $6.99 Tales of Lankhmar 08/96 $8.99 Realm of Shadows 02/98 $18.99 Seattle Sourcebook 04/95 3.99 
Thiefs Challenge 2 01/96 $6.99 Return to Dunwich 02/95 $16.99 Shadowrun 2nd Ed. 12/94 $20.99 
Wizard Challng 2 09/95 $6.99 AD&D Planescape Sacraments of Evil 04/95 $16.99 Shadows of Underworld 11/96 $12.99 
Campaign Setting 02/95 $25.99 Stars are Right 07/95 $15.99 Shadowtech 04/95 $13.99 
AD&D Al-Qadim City of Doors. 11/97 $24.99 Whispers in Dark 08/96 $13.99 Street Samurai Catalog 09/95 0.99 
Arabian Adventures 06/97 $15.99 Faces of Evil 08/97 $16.99 Ye Book Monstres II 09/96 $10.99 Target UCAS 12/97 $12.99 
Caravans 10/95 $15.99 Guide Astral Plane 10/96 $13.99 Threats 07/96 $14.99 
Cities of Bone 05/95 $15.99  Monst. Comp. Appen.1 04/98 $20.99 RIFTS Tir Na Nog 09/95 $15.99 
Corsairs of Great Sea 09/95 $15.99 Planes Chaos Box 04/95 $25.99 Coalition Navy 01/98 $12.99 Total Eclipse 04/95 $6.99 
Sha'irs Handbook 04/95 $15.99 Planes of Conflict 03/96 $25.99 Conversion Book 1 06/95 $17.99 Underworld 02/97 $13.99 
Planewalker's Handbook 09/96 $17.99 Conversion Book 2 06/95 $16.99 Virtual Realities 2.0 02/96 $14.99 
AD&D Birthright Well of Worlds 02/95 $13.99 Dimnsn Bk 1 Wormwood 07/95 $13.99 
Baruk-Azhik Domain SB 09/96 ~—- $7.99 Dimnsn Bk 2 Phase Wrld 06/95 $17.99 Warhammer Fantasy 
Blood Enemies 09/95 $15.99 AD&D Ravenloft Game Shield & Adv, 10/96 $10.99 Apocrypha Now! 10/95 $11.99 
Book of Priestcraft 11/97 $17.99 Adam's Wrath 07/96 $8.99 Index Volume 1 04/96 $10.99 Character Sheets 02/97 $9.99 
Cities of Sun 12/95 $15.99 Castle Forlorn 09/95 $17.99 Juicer UpRising 04/96 $15.99 Doomstones 1 06/96 $18.99 
Hogunmark Domain 02/97 $8.99 Childrn of Night: Vampre 11/96 $13.99 Mechanoids SB 08/96 $10.99 Dying of Light 11/96 $13.99 
Legacy Kings Campaign 09/95 $25.99 Circle of Darkness 02/96 $8.99 Mercenaries 09/95 $13.99 Enemy Within 2 12/96 $13.99 
Rjurik Highlands 01/97 $17.99 Death Ascendant 08/96 $11.99 Mindwerks SB 07/95 $10.99 Marienburg Citybook 02/97 $15.99 
Sword & Crown 09/95 $9.99 Forbidden Lore 09/95 $17.99 Phaseworld SB 10/97 $10.99 Middenheim City of Chaos 04/98 $13.99 
Taline Domain SB 01/96 $6.99 Gothic Earth Gazetteer 12/95 $10.99 Rifts 06/95 $21.99 Power Behind Throne 04/98 $13.99 
Tuornen Domain SB 09/95 $6.99 Shadow Rift 09/97 $21.99 Rifts Hardbound 08/96 $26.99 Realms of Sorcery 12/96 $15.99 
Warlock Stonecrowns 01/96 $9.99 Van R's Gde to Ancnt Dead 04/95 $12.99 World Bk 1-18 ea. 06/95 $16.99 Warhammer Fantasy 06/95 $24.99 
BOARD GAMES 
Advanced Civilization 12/94 $25.99 Deluxe Diplomacy 12/94 $42.99 Monopoly Stock Exchange 02/96 $9.99 Space Chess 3D 05/97 $35.99 
Awful Green Things 05/96 $17.99 Dinosaurs Lost World 01/95 $30.99 Necromunda 11/95 $59.99 Space Hulk 05/96 $59.99 
Axis & Allies 11/94 $39.99 Dragon Dice 09/95 $9.99 Necromunda: Outlanders 04/96 $30.99 Space Marine 11/94 $50.99 
Battlespace 12/94 $26.99 Dragon Dice KS2-6 ea. 04/96 $5.99 Outdoor Survival 12/95 $17.99 Spaceopoly 04/98 $17.99 
Battletech Battleforce 2 02/98 $29.99 Dungeon 01/95 $17.99 Pain Doctor 12/96 $25.99 Star Fleet Battles 11/94 $25.99 
Battletech 4th Ed. 12/94 $21.99 Epic WH 40K 10/97 $65.99 Planet Hollywood 05/98 $36.99 StarTrk 1st Contct Borg 12/96 $13.99 
Black Death 06/96 $9.99 — Federation & Empire 07/95 $38.99 Prness Ryan Star Marines 07/97 $45.99 — StarTrk 1st Contct Fed 12/96 $13.99 
Blackbeard 12/94 $27.99 Fury of the Clansmen 04/95 $29.99 Risk 03/96 $27.99 Starship Troopers 03/96 $29.99 
Caesar Civil Wars 12/94 $38.99 Grand Prix 06/96 $19.99 Robo Rally 01/96 $33.99 Stellar Conquest 12/94 $19.99 
Car Wars Deluxe 07/96 $21.99 Hannibal 03/96 $32.99 Robo Rally Grand Prix 12/97 $17.99 Titan 12/94 $23.99 
Circus Maximus. 12/94 $11.99 History of the World 12/94 $27.99 Roborally Armed & Dangr 07/96 $25.99 Titanic 04/98 $17.99 
Civilization 12/94 $29.99 Hobbit Adventure 06/95 $29.99 Samurai 07/96 $37.99 Tyranno Ex 12/94 $23.99 
Colonial Diplomacy 01/95 $42.99 Knightmare Chess 05/97 $13.99 Samurai Blades 06/96 $22.99 Warhammer 40K 11/94 $59.99 
Critter Tek 09/95 $12.99 Lionheart 10/97 $35.99 Samurai Swords 04/97 $35.99 Warhammer Fantasy 10/96 $59.99 
Dark Blades 06/96 $25.99 Lost World Jurassic Prk 05/98 $22.99 Scrabble Dix 08/97 $39.99 Warhammer Quest 05/95 $59.99 
Dark Horizon:Escape 01/97 $38.99 Marvel Super Dice 02/98 $13.99 Sherlock Holmes Crd Gm 06/96 $16.99 Wizards Quest 01/95 $17.99 
PC GAMES SONY PLAYSTATION CARD GAMES 
Baldur's Gate 08/98 $45.99 Alundra 01/98 $42.99 C/23 BP 04/98 1.99 MTG Tempest Slivers 04/98 7.99 
Battlespire 12/97 $39.99 Breath of Fire 3 05/98 $43.99 C/23 SD 04/98 $4.99 MTG Tempest Swarm 04/98 $7.99 
Betrayal in Antara 07/97 $35.99 Broken Sword 03/98 $46.99 Doomtown 1 & 2 BP 04/98 $1.99 MTG Visions BP 02/97 $2.99 
Celtica 09/98 $44.99 Castlevania Sympony Nite 10/97 $47.99 Doomtown 1 & 2 SD 04/98 $7.99 MTG Weatherlight BP 07/97 = $2.99 
Diablo 2 09/98 $49.99 Death Trap Dungeon 04/98 $44.99 MTG Sth Ed BP 03/97 2.99 Middle Earth BP Balrog 05/98 2.99 
Diablo Hellfire 12/97 $22.99 Diablo 03/98 $43.99 MTG 5th Ed SD 03/97 7.99 Middle Earth Wizard BP 02/96 2.99 
Dungeon Master 2 07/95 $15.99 Elemental Gearbolt 05/98 $44.99 MTG Exodus BP 06/98 $2.99 Middle Earth WizardSD 12/95 $8.99 
Elder Scrolls 2 09/96 $39.99 Final Fantasy Tactics 01/98 $40.99 MTG Exodus SD 04/98 = $7.99 Mythos BP Cthulhu Rsn 05/96 ~— $2.99 
Eldr Scrlls Mrrowind 07/98 $54.99 Final Fantasy VII 09/97 $51.99 MTG Fallen Empires BP 09/95 1.99 Mythos BP Exped Misk 05/96 2.99 
EverQuest 09/98 $44.99 Granstream Saga 06/98 $44.99 MTG Mirage BP 11/96 2.99 Mythos BP Leg Necron 06/96 2.99 
FR Descent Undermtn 01/98 $42.99 Legacy Kain Soul Reavr 10/98 $46.99 MTG Mirage SD 11/96 7.99 Star Trek NG Alt Univ 12/96 2,99 
Fallout 10/97 $36.99 Lunar Silver Star Story 09/98 $43.99 MTG Portal BP 04/98 2.99 Star Trek NG Hdeck Adv 06/98 2.99 
Fallout 2 11/98 $48.99 Ogre Battle 08/97 $49.99 MTG Portal SD 04/98 17.99 Star Trek NG Q-Contin 10/96 2.99 
Final Fantasy VII 06/98 $39.99 Other Life Azure Dreams 06/98 $58.99 MTG Stronghold BP 03/98 2.99 Star Trek Starter 09/96 $7.99 
Lands of Lore III 12/98 $48.99 Rebus 09/98 $47.99 MTG Tempest BP 09/97 2.99 Star Trek TNG SD 07/95 $7.99 
Might & Magic 6 04/98 $46.99 Saga Frontier 03/98 $38.99 MTG Tempest Deep Freeze 04/98 7.99 Star Wars BP 01/96 2.99 
Septerra Core 08/98 $48.99 Suikoden 2 06/98 $46.99 MTG Tempest Flames Rath 04/98 7.99 Star Wars SD 01/96 4.99 
Swords & Sorcery 09/98 $48.99 Tactics Ogre 05/98 $45.99 MTG Tempest Pre-Con SD 10/97 $7.99 X-Files Booster 11/96 $2.99 
Ultima Online 09/97 $49.99 Warhammer 2 Dark Omen 04/98 $44.99 MTG Tempest SD 09/97 $7.99 X-Files Starter 11/96 8.99 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are subject 
to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee applies. All sales 
Mail To 
The World 
714 Days 
$2.00 
$2.00 
$6.00 


final. S&H calculated on a per order, per shipment, and per item basis. The “per order’ charge 
is charged once per order placed, the “per item" charge is charged once for each item ordered 
and the "per shipment" charge is charged once for each shipment we make to you. For each US 
order $10.00 will be allocated to a 12 issue subscription to computer games strategy plus. Call 


| for details. 


Standard 

U.S. Mail 

7-10 Days 
Per Order $1.00 
Per Shipment $1.25 
Per Item $0.75 


Priority 


U.S. Mail 


Express Express Mail To 


Canada 
2 Day | Day 4-7 Days 
$2.00 $2.00 $2.00 
$5.00 $13.00 $2.00 
$1.00 $2.00 $2.00 
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‘ADVANCED DUNGEONS 
& DRAGONS DUNGEON DUNGEON MA 
MASTER GUIDE’ The Abn 

essential manual for all DunigeonsS. Dragons 
the information you need (i arena ry 
to create and run thrilling 
sword and sorcery 
adventures is clearly laid 
out. Learn all there is to 
know about magic 
spells, hundreds of mag- 
ical devices and trea- 
sures, battles, travel, 


Guide 


experience awards, and 
more. This fresh, new 
format is your guidebook 
to the challenging world 
of the AD&D Dungeon 
Master! 


TSR (Pen/Paper RPG) 
Release Date: NOW 
Roleplaying 


| ‘MAGIC THE GATHERING 5TH 
EDITION’ All new edition con- 
tains 60 tradable game cards, 
randomly assorted, plus a rule 
book. Collect and trade or play the 
game. Each player must have a 
deck. This deck may be 
enhanced with more cards sold in 
a wide assortment of booster 
packs! 
Wizards of the Coast 
(Fantasy) 
Release NOW 
CARD GAME 


‘SHADOWRUN’ In the world of 
2053, magic has returned and 
elves, dwarfs, orks, and trolls 
have assumed their true forms, 
with megacorporations in charge. 
When they want something done 
they come to you. You might be a 
decker, street samurai or a magi- 
cian. Whatever you are, you will 
need all the power you possess 
to make a shadowrun. » 
FASA (Sci-Fi) 
Release NOW 
Roleplaying 


‘RIFTS' The world is no longer 
our own! Rifts between many 
dimensions have opened and fan- 
tastic creatures now share our 
|) world. Create additional adven- 
tures with world books. Explore 
| this new era as one of 30+ char- 
acter classes in a fantastic blend 
of sword, sorcery and high tech- 
nology! 


Palladium Books (Sci-Fi) 
Release NOW 
Roleplaying 


| '‘WARHAMMER' Explore the grim 
world of Warhammer and fight 
the minions of chaos! Encounter 
fascinating and dangerous people 
and places. Play one of 100+ 
character classes and take advan- 
tage of over 150 spells! 
Remember, Chaos never sleeps! 


Hogshead (Fantasy) 
Release NOW 
Roleplaying 


CALL OF CTHULHU’ In the 
drowned city of R’lyeh, dead 
Cthulhu waits dreaming. When 
the stars are right, the Great Old 
q Ones will awaken, and nothing 
jcan prepare mankind! Play the 
roles of ordinary people who 
learn of things best not known. 
Experience the mythos of the hor- 
tor writer, H. P. Lovecraft. 


Chaosium (Horror) 
Release NOW 
Roleplaying 


One of the good things about playing 
green is its versatility—it plays defensively 
as well as offensively. Just look at Jolrael’s 
Centaur and Pincher Beetles, which can’t 
be the target of spells or effects. This means 
your opponent can't kill them with Incinerate 
or Dark Banishing. And finally, several 
green creatures like Skyshroud Troll and 
Carnassid have the ability to regenerate. 

What green lacks is flying creatures, but 
several green creatures have ways to deal 
with opposing flyers. Giant Spider and 
Canopy Spider, for example, can block fly- 
ers even though they can’t fly themselves. 
Skyshroud Archer and Femeref Archer 
can shoot flyers out of the sky. 


Another green creature strategy is to 
make your opponent think twice about 
attacking or blocking. The 2/4 Thicket 
Basilisk and the 1/3 Lowland Basilisk 
destroy creatures they face in combat, 
opponents will hesitate to block your 
Basilisk because any creature damaged by 
it will die (even a big 4/4 monster). Like- 
wise, they'll think twice about attacking if 
you keep a Basilisk back to block. 

Green possesses other special blocking 
effects as well, all of which serve to make 
your opponent's life more difficult. Charg- 
ing Rhino and Stalking Tiger can't be 
blocked by more than one creature, and 
you can activate Trumpeting Armodon to 
force any creature to block it. Any creature 
that blocks Elven Warhounds gets put on 
top of its owner's library, which can be 
pretty nasty when combined with Lure or 
Tempting Licid (which can become a 
Lure in an instant). 

True to its theme of growth and vitality, 
green creatures provide ways to reuse 
cards. For example, Seeker of Skybreak 
can untap a creature. This can be useful 
when you want to attack with a creature 
and then use it as a blocker on your oppo- 
nent’s turn. Or you can untap creatures 
that produce mana and milk them for 
more mana in a single turn. Similarly, Ley 
Druid and Llanowar Druid enable you to 
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untap land so you can use it again. Quirion 
Ranger can both return a forest to your 
hand and untap a creature. Thus, you can 
tap a forest for mana, return it to your 
hand to untap a creature, then play the for- 
est and tap it again. 


SPELLS: THE ELEMENT OF SURPRISE 
Most green spells are sorceries, since green 
doesn’t specialize in “the element of sur- 
prise.” However, Giant Growth and Elvish 
Fury can increase a creature’s power and 
toughness and they're both instants—a 
great surprise tactic that can save a creature or 
kill an opponent’s creature in combat. 
Other “surprise” green spells untap your 


creatures, like Vitalize, or defend you from 
attack. Cast Respite and creatures deal no 
combat damage that turn and you gain 1 


life for each attacking creature. Constant 
Mists, an instant buyback version of Fog, 
also keeps creatures from dealing combat 
damage (but to buy it back you have to 
sacrifice a forest). 

Green's survival techniques include hos- 
ing pesky flyers and providing extra life to 
prolong a duel. As mentioned before, 
green doesn’t have a lot of flyers, but with 
spells like Hurricane and Needle Storm 
you can wipe the board clean of opposing 
flyers. Or use Stormfront and Downdraft 
to bring flyers down to the ground where 
your forces can pound them into the dirt. 
If opposing flyers get you low in life, use 
Natural Spring, Blossoming Wreath, or 
Stream of Life for a life boost. 

Though it doesn’t specialize in destruc- 
tion like red, green does have a limited 
ability to destroy artifacts with spells like 
Crumble and Verdigris and can take out 
multiple enchantments with Tranquility 
and Tranquil Grove. Green can also 
destroy lands with such spells as Winter's 
Grasp and Tsunami. 

The color of nature is pretty good at 
recycling cards from the graveyard. Gaea’s 
Blessing allows you to shuffle up to three 
cards from your graveyard back into your 


library, and Elven Cache returns a card 
from your graveyard to your hand. When 
Harvest Wurm comes into play you must 
return a basic land from your graveyard to 
your hand. While this may seem restric- 
tive, it works great with Rogue Elephant, 
which makes you sacrifice a land to bring 
it into play. 

Green has several enchantments that 
affect everyone, so if you use these cards 
make sure your deck is designed to benefit 
from them more than your opponent. For 
example, Aluren lets all players play crea- 
tures that cost three mana or less as 
instants without paying casting costs. So 
be sure you have a lot of cheap creatures in 
your deck. 

Though blue specializes 
in library manipulation that 
can provide card advantage, 
green has several ways to 
increase card utility, making 
each draw more valuable. 
Preferred Selection, for 
example, lets you look at the 
top two cards of your library and put one 
on the bottom. Mirri’s Guile lets you look 
at the top three cards and put them back 
in any order. Youre not gaining additional 
cards with these enchantments, but you 
are increasing the chance that you'll draw 
something useful. 


THE BIG PICTURE 

Whichever color you choose to play, you 
need to know its strengths and weaknesses 
and build your deck and sideboard appro- 
priately. You won't see many green decks 
(at least good ones) that don’t take advan- 
tage of its fast mana and big creatures. 
Likewise, you have to anticipate the fact 
that green doesn’t have a lot of ways to 
control what your opponent puts in play 
and include cards that can parry most 
threats. 

No matter how well your deck zeros in 
on the strategies of your preferred color, 
you're sure to find another deck that’s the 
antithesis of yours. Try not to get frus- 
trated when every card your opponent 
plays seems to mess up your strategy. After 
all, playing against these decks hones your 
skills and helps turn you into that Magic 
hotshot you always wanted to be. ® 


Melody Alder possesses a well-honed body of 
Magic knowledge. 
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Top 4 finalists 
will compete at the 

- 1998 World Championships. 
For information on National 
competition in other countries, 
call Wizards of the Coast® Customer 
Service at (206) 624-0933. 

Or visit: www.wizards.com/Pro_Tour 
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Several years ago, the 
Fallen Empires expansion 
promoted creature 
decks by featuring spe- 
cific creature types and 
cards that affect them. 
This year, the designers 
of The Rath Cycle tried 
something similar with 
Slivers...and this time 


they got it right. 


DECK DECONSTRUCTION 


by Beth “BethMo” Moursund 


Sliving Death 


Slaving for Shvers 


few Slivers are strong enough on 

their own to be used in tournament 

decks, especially in Tempest-only 

tournaments. The more Slivers a 

deck has, the more powerful each 

one can be, so decks built around a 

sizable Sliver population are viable for tour- 

nament play. Some of the strongest Sliver 

decks fall into a grouping dubbed “Sliving 

Death” because players often win by filling 

the graveyard with Silvers and then casting 

Living Death. Will Hilts came one duel 

away from making the Top 8 at Pro 

Tour-Los Angeles playing a three-color 
Sliving Death deck. 


PULLING OUT THE SLIVERS 

For a good Sliver swarm, you need around 
20 Slivers in the deck. Every Sliver in play 
gives its ability to all other Slivers in play, so for 
most Sliver types there’s little benefit to 


having more than one in play. Muscle Sliver is 
the big exception. Since it pumps all slivers 
up +1/+1, there is always a Sliver around to 
benefit from its ability—every Sliver deck 
should include four of them. When choos- 
ing the rest of your Slivers, take a look at the 
abilities each one provides and decide how 
important each ability is to your deck. To 
assist you, I’ve included a handy list of all 
the Slivers and their abilities. (See ‘4 River of 
Slivers,” opposite page.) 

If you want to be reasonably sure of run- 
ning across a particular ability, include three 
or even four copies of that Sliver. Four maxi- 
mizes the chance of drawing one, but three 
is usually sufficient because you can use 
Intuition to retrieve one from your library. 
For the less vital Sliver abilities, one or two 
copies is sufficient. 

Metallic Slivers speed up your deck, but 
they don't add any abilities; some players 
include four while some don’t use them at 
all. Both of the blue Slivers and black’s Clot 
Sliver are important enough that nearly 
every player includes three or four of each. 
Green’s Muscle Sliver is an automatic four, 
but Hibernation Sliver is usually not in- 
cluded at all—with Living Death you prefer 
your Slivers in the graveyard instead of your 
hand. 

Some versions of the deck stop at those 
three colors. Adding red gives you the 
option of Heart Sliver and the two-color 
Acidic Sliver, but most Sliv- 
ae ing Death players 
: typically include 

‘only one Heart Sliver and try to drop it 
into the graveyard without actually adding 
any red mana sources. However, Acidic 
Sliver is strong enough that many players 
include three or four copies. The green-red 
Spined Sliver has the advantage of being 
useful in multiples, but blocking situations 
don’t occur often enough with this deck for 
most players to bother including it. 

The pure white slivers are unremarkable, 
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but the blue-white Crystalline Sliver is one of the 
best and players often splash white just to include 
it. The green-white Victual Sliver can give you a 
big life boost, which may be just what you need 
against a fast deck or another Living Death- 
based strategy, but it’s unnecessary against slow 
decks. If you’re using white, it’s probably worth 
including at least one. Sliver decks with Necrop- 
otence often include four. 

Finally, if youre playing four or five colors, 
consider adding a Sliver Queen or two as another 
route to victory. With all the multi-mana lands 
you'll be using, casting it is actually quite feasible. 

The non-creature part of the deck begins with 
four Living Deaths and four Intuitions. This is 
the key combination that will win many of your 
duels. And since you're playing multiple colors 
it’s helpful to have a way to retrieve land from 
your library; Harrow and/or Rampant Growth 
both work well. Finally, season with a few other 
library-manipulation or card-drawing spells, or 
with counterspells and such to disrupt your 
opponent's strategy. 

For land, start with a handful of forests and at 
least one or two of each other basic land for the 
colors youre using. That way you can use Harrow 
or Rampant Growth to retrieve whatever you're 
missing. Fill the rest with a mixture of two-color 
and multicolor mana producing lands. 


SLIVE AND LET DIE 

Against most decks, you'll want to start out with 
a creature swarm. Summon as many different 
Sliver types as you can as quickly as possible and 
pound on your opponent. In some duels you may 
win with this initial swarm and never even get to 
Living Death. Against opponents with fast 
swarms of their own, however, you're often better 
off playing defensively at first. A Sliver deck 
plays much like a slightly over-costed weenie 
deck, except that your creatures’ abilities vary a 
lot more. 

Be wary about counting on the Sliver abilities 
in the middle of a battle—a canny opponent will 
wait for you to attack or block and then play an 
instant to destroy one Sliver, depriving all the 
others of a critical ability. For example, if you 
have only one Winged Sliver and try to fly your 
whole army past an opponent’s defenses, one 
Kindle or Terror may bring them all to the 
ground, and the resulting carnage when the 
opponent blocks won't be pretty. 

Intuition can get you any card you need as long 
as you have three copies in your deck, but the 
other two end up in the graveyard. This is usually 
a disadvantage. For example, if you find yourself 
with no Living Death in hand and have to Intu- 
ition for one, you leave yourself with only one 
more available to draw. In this deck, however, 
Intuition is used primarily to retrieve Slivers. 
One Sliver goes to your hand, ready to be cast, 
and the other two go to your graveyard, ready to 
be dropped into play by Living Death. The usual 
strategy with Intuition is to pull three copies of 
the same card so your opponent has no choice of 
what to give you. However, if you're getting ready 
to cast Living Death you may want to pull three 
different Sliver types. This maximizes the num- 
ber of abilities your Slivers will have after putting 
creatures in the graveyard into play. 

Living Death, of course, is usually your trump 
card. If you started out with a swarm tactic, your 
opponent will already have killed off a number of 
Slivers before you get to the five-mana threshold, 
and hopefully you'll have cast Intuition at least 
once to add to the collection. If you have any 
Slivers in hand with sacrifice-powered abilities, 
you can use them judiciously to put even more 
Slivers in the graveyard. Now Living Death will 
give you a powerful army facing little or no oppo- 
sition. If you manage to get a Heart Sliver into 
the graveyard before casting Living Death, you 
can attack with everything immediately, usually 
winning in one stroke. & 
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The: Sliving Death deck | 
_was first introduced to the - 
‘Seattle area by William _ 
Jockusch of Wizards R&D, 


though others may have 
developed it independently 
elsewhere. Three R&D 
team members played 
variations of this deck at 
the Tempest-only $1,000 
R&D Challenge in Febru- 
ary at the Wizards Game 
Center, and two of them 
made the Top 8. This was 
Jockusch’s initial version. 


MAINDECK _ 
4 Bottle Gnomes 


1 Capsize 

3 Cinder Marsh — 
3 Clot Sliver 

| Dream Cache 
5 Forest 

| Goblin Bombardment 
3 Harrow | 

| Heart Sliver 

4 Intuition 

4 Island 

4 Living Death 

3 Metallic Sliver 

3 Mnemonic Sliver 


3 Mogg Hollows: 


| Mountain 


4 Muscle Sliver 
a Reflecting Pool 


4 Rootwater Depths 

2 Swamp 

| Tranquillity 

| Whispers of the Muse 


3 Winged Sliver 
1 Boil 
| Capsize 


4 Chill 
3 Counterspell 
I Cursed Scroll 


2 Dread of Night oF 
| Insight So 


1 Lobotomy 


[Wanquility 
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xpansions are named 

for their impact on the 

environment. Legends 
gave us cards of : 

. immense power that 
- still remain legendary 
among older players. 

: Fallen Emibires was 
Magic falling from 
“grace but Visions 
brought us a new vision 
: of Magic in which tour 
a nament-worthy cards 
_ featured speed, power, 


and flexibility. 


Speed Limits 


Stronghold’ Impact on the Standard Environment 


uilding upon Visions’ new world order, 
the release of Tempest made the Stan- 
dard environment stormy indeed with 
speed, fire, and Cursed Scroll defining 
the metagame. Now, we have Szrong- 


hold, which is more aptly named than 
any of its predecessors. As I write, Stronghold 
is transforming the Standard environment— 
defense and control now dominate the scene 
almost completely. 


COMING OUT OF THE STCRM 

The Standard metagame prior to Stronghold 
was most strongly influenced by Visions and 
Tempest as the overwhelming dominance of 
red was proven over and over again. Super- 
efficient creatures such as Mogg Conscript 
and Jackal Pup, combined with a plethora of 
burn and the all-important Cursed Scroll, 
made mono-red Sligh overpowering in 
Extended, Standard, and even Tempest Con- 
structed. One effect of red dominance was 
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that slower control decks, unless specifically 
designed to combat red rush, were simply not 
viable in Standard. Most permission decks 
allowed far too much early damage from 
one- and two-casting-cost creatures to be 
able to establish control—having to counter 
every Incinerate or Kindle usually leads to 
defeat. 

While red speed decks are still viable 
(speed will always be strong as long as luck 
influences Magic), Stronghold appears to re- 
establish the viability of control decks in two 
ways: it provides certain individual cards that 
make survival easier and, by virtue of those 
cards, shifts the metagame towards control. 


BRICK BY BRICK: IMPACT CARDS 

Most of Stronghold’s impact cards appear to 
be defensive in nature. Two cards are espe- 
cially important for control decks, and they 
are both green. Wall of Blossoms has emerged 
as one of the most important metagame cards 
in the environment. It is perfect for stopping 
the early rush at a cost of ‘1 @ for a 0/4 wall— 
few ground creatures can get past it. Plus, 
since Wall of Blossoms provides an extra 
draw when it comes into play, it is one 
defender an opponent rarely wants to target 
with Man-o’-War, and using a removal card 
on it also results in card disadvantage. At two 
mana, Wall of Blossoms can usually buy you 
at least a couple turns of respite—all that is 
necessary to develop board control. 

The obvious use for a wall, of course, is to 
slow down an opponent’s offense. However, 
its impact goes beyond this use. First, durable 
walls combine with Tradewind Rider to cre- 
ate an extremely fast bounce lock. Second, 
walls minimize the impact of Diabolic Edict, 
one of the most popular creature-elimination 
spells in Standard, because you can sacrifice a 
wall instead of an important creature such as 
the aforementioned Tradewind Rider. Third, 
they discourage the use of ground units for 
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offense and make flyers and creatures with 
shadow more important in offensive plans. 

Spike Feeder, the other important green 
card, is more efficient than Bottle Gnomes 
in life gain. It also provides a measure of 
“trickiness” to green—a color known for 
being anything but tricky—by manipulating 
its +1/+1 counters. A White Knight is not 
necessarily the answer to an opponent’s 
attacking 2/2 creature when a Spike Feeder 
is on the table. 

In contrast, offensive creatures in Strong- 
hold are subpar, to put it mildly. The best 
offensive set—Mogg 
Flunkies and Foul Imp—are both problem- 
atic in Standard. The Flunkies’ drawback 


may require over-extension because another 


creatures in the 


creature must attack, thereby increasing the 
possibility of disadvantage to mass removal 
like Earthquake or Wrath of God. Plus, 
Mogg Flunkies cannot get past 0/4 walls—a 
critical shortcoming. Foul Imp has problems 
because of the prevalence of “bounce” cards 
like Man-o’-War, Capsize, and Tradewind 
Rider that force you to lose life every time 
you bring it back. Warrior en-Kor may be 
the best creature in Stronghold, but its 
strength is not power; rather, it’s an excellent 


blocker. 


LACK OF SIEGE WEAPONS 

Few Stronghold spells are offensive or dis- 
ruptive in nature. Shock has proven to be an 
excellent replacement for Lightning Bolt, 
but red has never been lacking in viable burn 
spells. The presence or absence of Shock 
changes almost nothing since it falls into the 
“redundant burn” category. Although Bot- 
tomless Pit shows some promise in the dis- 
ruption department, its symmetrical effect 
does not translate into card-in-hand advan- 
tage, and none of the other discard spells are 
viable in Standard. Plus, there are no effi- 
cient land-destruction or anti-control mea- 
sures in Stronghold on the level of Boil or 
Cursed Scroll. 

A number of “miscellaneous” cards are 
beginning to appear in competitive decks. 
However, the most sought-after card in 
Stronghold—Mox Diamond—requires a 
deck built around it to take advantage of its 
strengths (speed, multicolor mana, artifact 
status) while getting around its disadvantages 


tronghold has had an interesting effect on 
the overall balance of power among the five 
colors. Prior to Stronghold, red was the domi- 
nant color and green might as well not have 
een a color at all. In the new environment, the 
colors are more balanced. 
RED: Red remains the color of massive dam- 
e and speed, but it has also become the color 
f luck. With the right draw or a mana-hosed 
pponent red can deal out a harsh beating. But 
h four-toughness walls and en-Kor every- 
here, | burn spells are unreliable as creature 
removal. Plus, red’s creatures are geared toward 
speed, not quality—in a one-on-one combat 


- most creatures can ‘handily beat red’s staples like Jackal Pup and Ironclaw Orcs. Red - 


remains powerful but hurt. No nae ty eioripion of the colors, red i is now just 
another contender. 
GREED: If red is the big loser, neon is the big winner. Stronghold ralnsiatud 


_ green in Constructed formats with Wall of Blossoms and. Spike Feeder. However, even 
_ without these cards the metagame favors base-green decks because green simply 


has the biggest creatures in Magic at the lowest casting cost. Maro and Lhurgoyf 
cannot be held at bay by walls, and River Boa, Jolrael’s Centaur, Karoo Meerkat, 


_ Pincher Beetle, and Scragnoth all give blue decks a fit. With additional defense 
against burn, base-green decks are viable once again. 


(BLUE; Although blue gained almost nothing from Seronghold—Mana Leak does 


not fit well with dedicated permission—the generally slower environment makes 


library manipulation, card drawing, and countermagic far more important than 


_ when games were decided in six turns. However, with the exception of Tradewind 


Rider, blue creatures have become less viable: Ophidian can’t get through and Man- 
o’-War is not a true solution for Wall of Blossoms or Tradewind Rider. 

ACK: Black must be counted a winner overall. While weaker than other 
colors against mono-red, if control becomes dominant black gains power with its 


_ disruption and unparalleled spot removal. Nekrataal and Volrath’s Stronghold may 


become an abusive combination against blue/green because Nekrataal can kill every- 
thing blue or green and Stronghold neutralizes the effectiveness of counterspells 


_and removal. Plus, many white weenie decks are sporting an anti-red stance now, 
making black creature removal more effective against its traditional enemy. 


WHITE: While white gains more anti-red measures in the en-Kor brigade (which 


are unkillable by mono-red with a Soltari Priest in play), it has lost power because 


the environment itself is decidedly less red. White is extremely weak against blue 


__and green and its lack of spot (i-e., Tradewind Rider) removal hurts it badly in the 


current metagame. However, Wrath of God has become more important, since both 


_ speed and control decks are more creature based. 


Overall, the colors seem to have returned to their general roots and themes. Red 
is damage, green is big creatures, blue is countermagic, black is creature removal, 
and white is defense. But tradit al weaknesses are emphasized more as well. Red 
has trouble with big creatures and walls, blue remains as slow as ever, black can’t 
cope with Cursed Scroll, and white can’t effi iciently destroy creatures. Is the color 


balance restored? That remains to be seen. But ai balance might be one of the 
more eadiucing Tegacles of Stronghold —R. H. 
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(discarding a land and being affected by 
artifact removal). One extremely impor- 
tant consequence of the Diamond is that 
it limits the effectiveness of mana-restric- 
tion strategies such as Winter Orb and 
Armageddon. 

A card with the potential to be broken 
is Volrath’s Stronghold; when combined 
with 187 creatures with a come-into-play 
effect, Nekrataal, Volrath’s 


Stronghold can result in 


such as 


massive card advan- 


tage over time. Pursuit of Knowledge and 
Dream Halls may also prove to be the 
foundation for interesting strategies, 
since any card that alters the basic laws of 
Magic (mana, card drawing, and extra 
turns) can be the foundation of creative 
greatness. 


AM AGE OF FORTRESSES 

The defensive-impact cards from Strong- 
hold have shifted the metagame away 
from the old paradigm of speed at all 
costs. At Pro Tour-New York, control 
decks of one form or another reached the 
top in almost every side event. In particu- 
lar, three deck types seem to be most pow- 
erful: blue/green WallWind, black/blue/ 
green Disco Gnomes, and Donais Five- 
Color Blue (D5C). 

WallWind is the current “hot” Standard 
deck, featuring Wall of Blossoms, Spike 
Feeder, Man-o’-War, Uktabi Orangutan, 
Tradewind Rider, and countermagic. 
Many use Armageddon to put an oppo- 
nent in a Tradewind lock and some splash 
red for Earthquake and Incinerate, or 
black for Lobotomy and Terror (for an 
opponent’s Tradewind Rider). Some ver- 
sions also abuse Tradewind Rider and 
buyback spells with Awakening. 

In some respects, the post-Szronghold 
environment can be dubbed the “Age of 
Tradewind.” Tradewind Riders are begin- 
ning to show up in every deck that can 
splash blue, and in the current Standard 


environment with City of Brass, Gem- 
stone Mine, Undiscovered Paradise, Mox 
Diamond, and painlands in every color 
combination, every deck can splash blue. 
Disco Gnomes seems to be an innova- 
tion from Europe that takes the Tempest- 
only environment’s premier control deck 
and adapts it for Standard. The deck fea- 
tures massive counters (12 to 16) plus 
Bottle Gnomes, Nevinyrral’s Disk, 
Corpse Dance, Whispers of the Muse, 
and Volrath’s Stronghold. It kills with a 


single Rainbow Efreet that, if destroyed, 
can be Danced back then phased out. 
Unexpectedly, this deck uses Ice Floe to 
defend against creatures with shadow, 


River Boas, and other large ground- 
pounders. 

DSC runs essentially creatureless and 
features anywhere from 8 to 12 counters 
plus Impulse and Whispers for card 
drawing. Creature removal is provided by 
Incinerate, Fireball, and Wrath of God; 
enchantment and artifact removal via 
Disenchant and Uktabi Orangutans; and 
recursion through Gaea’s Blessing. The 
key Stronghold card is Wall of Blossoms, 
which makes a good deck into a domi- 
nant, great deck. The deck survives with 
walls, Wrath of God, and Gerrard’s Wis- 
dom until you have enough mana to buy 
back Whispers of the Muse. It can kill 
with a single Uktabi Orangutan, by 
recursing burn, or by running an oppo- 
nent out of cards. In play D5C seems like a 
reincarnation of a Classic Mirror Uni- 
verse deck with few ways to win but 
many ways to survive, and recursion to 
back up its victory conditions. 


WEAPONS OF WAR 

Although most Stronghold impact cards 
aid defense, speed offense still remains a 
powerful strategy. What Stronghold 
changes is the way an offense must go 
about business. With the prevalence of 
walls, small ground-pounders (the bulk of 


any offensive army) are severely limited in 
their utility. All effective offensive crea- 
tures in the current environment get by 
walls somehow; landwalk, shadow, and 
flying are more important than ever. In 
addition, large four-power creatures have 
become necessary to storm an opponent's 
fortress. 

The other option, of course, is to 
remove the walls. However, most removal 
relinquishes card advantage when dealing 
with Wall of Blossoms, except perhaps 
Nekrataal. Even at the loss of a card, spot 
removal like Terror is better than bounce 
effects because of creature-based control 
(bouncing a Wall of Blossoms to get a few 
points of damage through is not a great 
play). Plus, Diabolic Edict—once a pre- 
mier creature killer—now just kills a 
redundant Wall of Blossoms instead of 
that pesky Tradewind Rider. 

Non-combat damage becomes more 
and more important in this defensive 
environment as well. Speed decks that 
rely on brute force will stall quickly. Indi- 
rect damage from Cursed Scroll, Goblin 
Bombardment, Scalding Tongs, Jinxed 
Idol, or even Fireslinger, SuqAta Fire- 
walker, and Urborg Stalker become more 
important as a “plan B” offense when 
walls stop your ground attack. 


BUILD A STRONGHOLD, 

OR STORM ITS WALLS 

Although predicting the effect of a new 
expansion is always dicey, it appears 
Stronghold changes the metagame from 
overwhelming offense to durable defense. 
Decks dedicated to defense seem to hold 
the edge thanks to tournament-quality 
walls, life gain, and other cards that slow 
down opponents. While speed-offense 
strategies remain powerful, in the age of 
fortresses viable speed strategies must be 
able to storm an opponent’s walls effec- 
tively with flyers, creatures with shadow, 
and landwalkers, and must use spot 
removal and alternative sources of dam- 
age. The storm that began with Visions 
and strengthened with Tempest is not over, 
but Stronghold provides some shelter from 
its rage. & 


Robert Hahn continues to rage about the 
environment, rage about the metagame, and 
rage about his deadlines. 
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Whoever possesses the sword. 
rules the universe! 
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Authors of the Dragonlance® novels 


NIGHT SWORD | 


ive S TAR SHIELD SovEL-= 
The remarkable sequel to The Mantle of Kendis—Dai 


In a time long past, the mad emperor 
Lokan controlled the legendary Nightsword- 
and all creation was bent to his twisted will. 
Then he vanished mysteriously in the chaos of the | 
galactic core...and the Nightsword was lost forever. 


But the legend endured. 
And hunger for the Nightsword’s godlike powers 
drew seekers both noble and corrupt. 
Now the ancient Mantle of Kendis-Dai has made 
Jeremy Griffiths the key to the sword’s discovery— 
and doomed him to be the ultimate prize in 
the war to possess it! 


On Sale in June 


= HB Stories That Detine Imagination , 
E¢=p 4 | Division of The Ballantine Publishing Group ia 


Free book previews frst Maeaueral Author interviews 


rategies for multi- | 
player games are | 


pointless because © 


most people play _ = 


multiplayer games : 
for fun, right? 
Well, maybe not. _ 


Two-player team 


tournaments are on 


the rise, and even 

: purely recreational — 
players agree that it’s 
more fun to win 

- when your team’s 
decks perform daz- 
zlingly well together 


than it is to lose. 


THE DRAFTING TABLE 


— Constructing en Masse 


ultiplayer games present unique chal- 
lenges for deck construction. You can’t 
just take your run-of-the-mill Stan- 
dard deck into a Grand Melee and 


expect to survive for long. Multiplayer 


games tend to be longer than duels, so a slow 
start doesn’t necessarily mean instant death, and 
permanents and global effects tend to play a 
bigger role. Let’s take a look at some deck con- 
struction strategies for Two-Headed Giant, 


Emperor, and Grand Melee. 


THEY MIGHT BE GIANTS 

Two-Headed Giant is the closest thing to stan- 
dard dueling. In this popular format, the most 
important consideration is the way your deck 
interacts with your teammate’s deck. Many 
players make the critical mistake of underesti- 
mating the importance of cooperation and sup- 
port. 

There are several approaches to constructing 
good Two-Headed Giant decks. The first is the 
typical combination-support tandem. One 
deck aims simply to get a lethal combination 
into play as quickly as possible. The partner 
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deck consists solely of support and defensive 
cards; usually heavy countermagic with a mix of 
versatile options and global-threat removal 
cards. This deck provides time for the other 
player to assemble the combination and sup- 
ports the combination when it hits the table. 
This strategy is somewhat risky, since you can 
lose badly if your opponents manage to nullify 
the combination player. 

Another strategy is for both decks to play the 
same combination. The only combinations that 
work well with this strategy either kill the 
opposing team within one or two turns or set 
up a “hard” lock that allows opponents no hope of 
escape. Most other combinations are too fragile 
to support. To make this strategy work, use 
combination cards that benefit both players so 
that either teammate can complete the combi- 
nation. Some examples include Prosperity, Stasis, 
Howling Mine, Winter Orb, and Land’s Edge. 

The rules of Two-Headed Giant especially 
favor control strategies because of the great 
advantage of pooled life; a team using heavy 
control can essentially ignore the first 39 points 
of damage. Combined with the support a part- 
ner can provide, the pooled life total definitely 
favors slower, control-type decks and decks 
with lower mana ratios, more colors, and more 
expensive cards. 


THE EMPEROR’S NEW DECK 
The important dynamics to focus on in the 
Emperor variant are spell range and the early 
invulnerability of the emperor. In building the 
emperor's deck, remember the game will probably 
go on for quite a few turns before the emperor is 
threatened. The emperor’s deck should there- 
fore be able to make the most of those unhin- 
dered turns by producing a lot of mana to cast 
powerful, expensive spells or complex combina- 
tions. Assuming the generals can hold their 
positions, six mana should not be a problem for 
the emperor, so spells like Recycle and Pursuit 
of Knowledge should be stock cards. 
Combination decks are also good options for 
the emperor, since he or she should have 
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teach them how to play 
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(while supplies last—so get on it!) We’ll supply the goods. You supply the knowledge. 


* Contest details 
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eS by 6/30/98. 
Allow 4-6 weeks for 


delivery. 


Wizards of the Coast, Magic: The Gathering, 
‘Magic, ond Portal Second Age are 
trademarks of Wizards of the Coast, Inc. 


©1998 Wizards of the Coast, Inc. 
Offer volid in US. and Conoda only, | 
(except Rhode Island and Quebec) 


Join the ranks of the Macic Ambassadors. 
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: Address 


City oe sl 
‘phone. : 0 oo i Birthdate __/__/___Check one [|Male 


ek ee [_]Female 
send to: Wizards of de Coast, Manic nbossder Program _ _ . 
P.O. Box x SBR, Takei WA ek _ .  . [>] 


enough time to set up just about any 

_combination. An involved but incredibly 
lethal combination like Earthcraft-Gob- 
lin Warrens-Goblin Bombardment is a 
snap for an emperor with seven or eight 
undisturbed turns. Global effects that 
benefit all players are especially powerful 
in the hands of the emperor. Due to the 
limited spell range, global effects cast by 
the emperor will benefit only the emperor 
and his or her generals. Thus, cards like 
Horn of Greed, Concordant Crossroads, 
and Helm of Awakening are powerful in 
the emperor's deck. 


There are several ways for generals to 
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go, depending on how the emperor's deck 
is configured. If the emperor is going for 
a huge combination the generals need 
solid decks with conservative mana ratios 
that can easily play defense, but aren't 
helpless during the early game. Counter- 
spells are useful, but I wouldn't advise 
using a standard slow, creatureless, blue/ 
white control deck because of the great 
risk of an opposing general pulling off a 
quick kill, thus reaching the vulnerable 
emperor before he or she has set up the 
combination. 

Generals may also opt for the “best 
defense is a good offense” theory, 
attempting to put opposing generals in a 
defensive position by attacking quickly. 
Generals that use attacking decks should 
have at least some defensive cards to fall 
back on in case opponents are able to out- 
gun them. Generals should also take full 
advantage of any global effects the 
emperor uses. For example, two generals 
with mono-black decks sitting on either 
side of an emperor with four Bad Moons 
in his or her deck will certainly have a 
major edge in creature combat. 

Finally, for both generals and emperors 
it’s probably a good idea to avoid global 
cards with negative effects. Spells like 
Winter Orb and Armageddon are not 
suitable for this format, since they can do 
more harm to your team than to the 
enemy. 
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MAGIC IN THE ROUND 

Grand Melee games are epic affairs when 
compared to normal duels. You should 
expect to go through several opponents 
and upwards of 50 turns. The sheer 
length of the game, along with the fact 
that you attack one player while defend- 
ing against another, changes the value of 
many card types. 

In Grand Melee, you end up tangling 
with many more players than you would in 
a one-on-one duel. For this reason, single- 
use disposable cards and combinations 
that only affect a small number of targets 
are not as useful. In a duel, using single- 


an opponent quickly, even if that player is 
having mana problems. The life span of 
the game makes it easy for players to 


acquire upwards of seven or eight mana, so 
control decks and cards, multicolor decks 
and cards, and cards with high casting 
costs are more useful. 

Powerful permanents like Benthic Be- 
hemoth, Verdant Force, Sliver Queen, 
and Flame Wave—normally shunned in 
dueling Magic because of ridiculous cast- 
ing costs—are useful in Grand Melee 
because the slow, conservative flavor of 
the game makes mana development 
much easier. In addition, the slow pace 
allows you to use lower mana ratios and 
more complex combinations. 

However, beware global effects that 
may negatively affect you and your oppo- 


nents. These can be double-edged swords 
_ because opponents just out of a spell’s 


od range can take advantage of the damage 


shot cards to disrupt your opponent will 
tend to help you both offensively and 
defensively; this does not hold true in 
Grand Melee. Casting Rain of Tears on 
the player you are attacking will not slow 
down the player who is attacking you. 

Targeted creature-removal spells, such 
as Terror and Shock, are similarly less 
effective in Grand Melee, since these 
spells only eliminate either a potential 
blocker or attacker instead of both. In 
addition, other strategies and combina- 
tions that make you expend most of your 
resources to defeat your opponent in one 
huge, exhaustive blow—like heavy direct 
damage or a ProsBloom deck—are also 
ill-advised in Grand Melee. 

So what types of cards should you use? 
Instead of single-shot spells that only 
strike one or two targets, look at perma- 
nents you can use against many oppo- 
nents or global effects that will affect at 
least your target and your assailant. Con- 
tinuous effects can be especially nasty if 
your timing is right. For example, Stasis 
goes into effect as soon as a player enters 
range, so you may want to hold off on 
defeating the opponent to your left until 
the player to his or her left taps out. 

You should also take advantage of the 
game’s length and slower pace by playing 
more expensive and powerful cards. All 
players have to worry about their attackers, 
so it becomes much more difficult to kill 


done to your entire region. For example, 
if you cast an Apocalypse or Armageddon 
there is a good chance (even if you were 
prepared for the devastation) that the 
unaffected player two spots to your right 
will take the opportunity to wipe out all 
three of you while you are defenseless. 

Another factor to consider is the high 
likelihood that the game will go on long 
enough to make you draw through your 
entire library not once, but several times. 
You don’t want to lose for lack of a Fel- 
don’s Cane, so make sure you include 
some way to recycle your graveyard at 
least once. 


DUELING IN A CROWD 

Most multiplayer games are just variants 
of the standard duel, but the very nature 
of adding more players to the mix changes 
many of Magic’s basic tenets. Therefore, 
good multiplayer decks don't normally 
stand up to the rigors of a straight-up 
duel, and many great dueling decks can’t 
handle the pressure of extra opponents. 
When building decks think about how 
many opponents you'll face, how long the 
game will last, and how much time you 
have to set up your strategy. It could be 
the difference between a spectacular win 
and just another loss. & 


Eric Tam’s Magic motto 1s taken straight 
from the Boy Scout creed (almost): ‘Always 
be prepared...to destroy your opponent.” 


7S LIKE A DO NOT DISTURB 
“SIGN ON A HONEYMOON SUITE. 


PORTAL 


Recommended for new players. 

Go up to a Portal player and say, “Back 
in my day, we didn’t have starter levels.” 
Then cackle and scratch yourself 
somewhere unusual. 


ADVANCED 
S LEVEL a 


FIFTH EDITION: 


Recommended for beginning 
players who want more play options, 
How advanced is the Fifth Edition TCG? 
Well... you know. 


AS® © Xo 


a | EXPERT) 
- SIME THINGS 60 WITHOUT SAYING. 2 rg 


Kind of like the new rating system for the Magic: The Gathering® trading card game. 
3 Truth is, the rating system is for new players unsure of what to play first. 

And where do they go first? The Magic: The Gathering—Portal” game. Ree ae @ jed for advan “ ed players 
‘t's an easy way to learn Magic game mechanics. who want to experience the highest 


Ifyou know somebody who wants in on the action, point them to Portal. level of strategy available. 
_ _ That's right. We mean you guys. 


Contact Customer Service: (206) 624-0933 
__ Visit our website: www.wizards.com 


i ue Wizarps oF THE Coast, Magic: The Gathering, Tempest. Fifth Edition, and Magic: The Gathering—Portal are trademarks of 
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The Rath Cycle is coming toa 
dose, and it’s-up to Erodes to. answer 


HE STORY OF THE UPCOMING ExODUS 
expansion shows a world in flux: the battle for the strong- 
hold is underway; Greven i/-Vec faces off with Gerrard in a 
comma Cevastating rematch; friends turn on one another; and 
entire races that have been trapped for centuries struggle for free- 


Rath alve? 9) and. ‘athad shap e dom. The set holds fast to the maxim “If it ain't broke, don’t fix it” in 


terms of gameplay. Buybacks get reinforcement, creatures with 


shadow get a boost, and Licids and Spikes both make farewell 


are they gomg to bei HU guest appearances. Loaded with familiar themes, characters, and 


game mechanics, this final chapter of The Rath Cycle also has 


ashen they go? > some surprises in store for fans of both story and gameplay. 


Michael G. Ryan Players will quickly notice the familiar-yet-different nature of Exo- 
dus. “Of course there will be more buybacks,” promises designer 
William Jockusch—plus an artifact that has an interesting effect on 
buyback spells. Players can anticipate buyback versions of some 
core spells like Dark Banishing. “But the major mechanic of the set 
is using your hand as a resource,” Jockusch says. 

This “hand resource” mechanic interacts nicely with discard 
mechanics like the one found on Vampire Hounds. For the cost 


Bh 


of 2%, this 2/2 black creature allows its con- 
troller to discard a creature card from his or her hand to 
give the Hounds +2/+2 until the end of turn. So a player with a 
healthy amount of mana in play and an unblocked Vampire 
Hounds can do some serious damage. Other cards like the fly- 
ing blue Ephemeron have even more interesting play possibili- 
ties when it comes to discarding cards from the hand. 

“To go with these,” Jockusch continues, “we have several 
cards that allow you to get cards out of your graveyard. 
For instance, Anarchist, a red creature, allows you to 
return a sorcery from your graveyard to your hand 
when it comes into play.” 


Janie to an opponent, so long, a 
_than you do. 


Oaths are another class of card that 
compares specific factors on each side 
of the table before producing an effect. 
The white Oath of Lieges, for exam- 
ple, is an enchantment that checks to 
see who has the fewest lands in play 
during each upkeep and then lets that 
player search his or her library to put a 
basic land card in play. 

Jockusch also confirms that there 
will be preconstructed Exodus decks. 
“Look for a very fast red/white beatdown 
deck,” he hints, “with speed to compete 
with the long-term power of land-destruction decks.” 

And finally, players can look forward to two more single- 
color legends, one in blue and one in green. Based on this 
information, can you guess who they are? If you've been fol- 
lowing The Rath Cycle, you might even be able to guess what 
they do... 


Biblical Proportions 

Weatherlight brought together the ship’s crew; Tempest fol- 
lowed them into Rath as they sought to rescue Sisay from the 
evincar Volrath; and Szronghold took Gerrard into Volrath’s 
fortress where he found Sisay and confronted the evincar. Exo- 
dus brings The Rath Cycle to an end, tying some of the loose 
ends together and setting the stage for the next cycle of stories. 

“This set begins by letting players know what happened to 
the rest of the Weatherlight crew while Gerrard’s team was 
away from the ship in the stronghold,” says Pete Venters, con- 
tinuity manager and keeper of the ongoing epic. “We see the 
resolution of the events within the evincar’s domain and the 
flight from Rath.” 

Though no new characters are introduced at this stage of the 
story, Venters notes that the arc’s spotlight shifts in Exodus. 
“Much of the story revolves around the shipboard crew, espe- 
_ cially Hannah and the injured Crovax and Mirri,” he says. 

Additionally, players will see how the Vec and the Skyshroud 
fare against hordes of moggs and ee guards who 


Sight-Seein 
Along the Way 
Since Weatherlight, the art of Magic 
expansions has continued to include 
significant plot points and pivotal 
characters to support the growing 
story. Exodus art continues this trend 
with a minor variation. 

“We've been trying to find a happy 
medium between representation of key 
scenes within the story and imagery fea- 

turing the broader environment of the 
world,” Venters notes. And he should 
know—Venters writes the art descrip- 
tions for every Magic card, guiding 
¥ the sets and maintaining a uni- 
fied feel. He has already finished 
writing the next expansion’s art 
descriptions and is beginning to coordinate flavor text, 
another of his many responsibilities. 

“We may have gone a little over the top in depicting 
actual story events in Tempest,” Venters concedes, but has- 
tens to point out that the jury’s still out. Tempest used 
approximately 70 cards—nearly 20 percent of the set—to 
tell the tale of the Weatherligh?’s journey across Rath. “We 
reduced that number in Stronghold and Exodus, but only 
time will tell if we got the balance right,” he says. It’s a diffi- 
cult chore: Rath, he notes, is such a barren environment that 
there’s a high risk of the art’s imagery becoming repetitious 
and possibly flavorless for players. “So it became a challenge 
for the artists to vary their work.” 

This problem, he promises cryptically, is resolved with the 
next set in which there will be a variety of environments. 


The Road Less Traveled 


With a wealth of new enchantments (more than 30), elves, 
ogres, merfolk, and even a thrull and a eo thrown in for 


lavor text for the proposed “Oath 0 
ilthy you had to wash your eyes aff 
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GP More. 


the Merrier 


Multiplayer 
Magic Breaks 
out of the Box 


agic’s innate focus on two-player duel- 


ing doesn’t have to keep it from being a 


group activity. With a little preparation 
and some practice, you can have anywhere from a 
half-dozen to a full score of players duking it out 
in the same ring. 
Assume for a moment that youre not Olle Rade. 
(If you are Olle Rade, go work on your Duelist 
Invitational card—Rosewater’s going to come after 
you in his chicken suit.) Let’s also assume you're not 
spending 20 hours a day on IRC, or playtesting 
mojo decks to prepare for a trip to wherever the next 
Pro Tour stop happens to be. In short, let’s assume you're 
not a Magic-dueling purist, it’s a mellow Saturday, and two 
good friends show up with a case of soda. What to do? 
Since you and all your friends read The Duelist religiously, the 
solution to this sticky hypothetical situation is in your hands. 


Simply read on. 


by Rob Dalton - illustration by Ted Naifeh 
with special thanks ta Skaff Elias, Bill Rose, and Mark Rosewater 


THE DUELIST JULY 1998 55 


TED NAIFEH 


: seats away from you—unless you first move it to a team- 
The Ba Ssics mate's territory that is adjacent to your intended target. 

Let’s start with a general overview of the multiplayer funda- 
mentals. The basic rules are the same—you still follow the 
same turn sequence—but there are a few differences, listed 
here for your handy-dandy reference. These rules apply uni- 


versally to each variant, except where otherwise noted. 


Your creatures in a teammate’s territory can block attacks 
against that teammate. You declare these creatures as 
blockers during your teammate’s declare blockers phase, 
just before your teammate declares his or her own blockers. 


Sphere of Influence 


When you attack, you attack with all your chosen creatures 


This concept is integral to the smooth functioning of 
many multiplayer variants, so please bear with us. Your 
sphere of influence is the number of players to your right 
and left that you can target with spells and/or attacking 
creatures. You can also target only cards, spells, and per- 
manents in the territory of players within your sphere. 


Cards that affect “all” of something, like Wrath of God, 
only affect you and your sphere of influence. 


The standard sphere of influence in most multiplayer 
games is one person on either side, but you can expand the 


sphere if your play group is especially large in order to get _ 


more people in on the action. The specific rules variants 
that follow will list and explain any exceptions to the one- 
person sphere rule. 


Creatures 

In team play, you can “move” creatures from your territory 
to any teammate’s territory within your sphere of influ- 
ence. Walls and creatures with summoning sickness can’t 
move, and a creature with a landhome ability can’t move to 
a teammate’s territory if the teammate has no lands of the 
appropriate type. “Movement” is part of the attack decla- 
ration and neither taps the creature nor gives it summon- 
ing sickness; however, once a creature has been moved, it 
can no longer attack that turn. You can also move creatures 
back in the same way. 


Any creatures you have moved are still under your control, 
and attack, block, and/or use special abilities only when it’s 
legal for you to do so. 


Creatures can only attack players that are directly adjacent to 
them. By moving your creatures to a teammate’s territory, 
you can attack and target opponents who are technically 
outside your sphere of influence. A Prodigal Sorcerer, for 
example, could not attack or poke an opponent that is two 


Diagrarn A 
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at once—even those outside your territory. Creatures in a 
teammate’s territory attack the opponent adjacent to your 
partner, while those in your territory attack the opponent 
adjacent to you. 


If you are eliminated in a team game you take all the cards 
you own with you. If you control but don’t own the perma- 
nent, it goes to its owner's graveyard. For example, if you play 
Control Magic and gain control of one of your partner's 
creatures, that creature goes to your partner's graveyard when 
you are eliminated. 


Priority 


Turn order in multiplayer games always goes clockwise 
(to the left). 


In team variants, the leftmost player of a team begins, 
and then play proceeds to the left. This means that one 
player from the first team takes a turn, followed by all 
players from the second team in succession, then all 
players from the first team, and so on (see Diagram A). 


There is no play/draw rule for multiplayer games—the 
player who starts the game begins by drawing a card. 


In two-player Magic, the active player has priority to play 
spells and abilities. When that player yields priority, the 
opportunity passes to the opponent. In multiplayer 
Magic, priority begins with the active player and passes to 
the left. 


Players Territory 


When a player is eliminated, he or she leaves the game 
after checking life totals (i.e., at the end of any phase), 
and his or her territory disappears. In other words, if a 
player on your left is eliminated during combat, his or 
her territory drops out at the end of combat. At that 
point, your sphere of influence includes the next player 
to the left. Any creatures that had moved to a territory 
that is eliminated automatically “bounce back” to their 
controller's territory. 


Communication 


Communication between teammates is allowed—you can 
show your partner that you have a Rolling Thunder in 
your hand, but all verbal communication must be audible 
to all players. 


All right. Enough of the ground rules. Let’s get down to 
_ games. 


The three most common and most enjoyable ways to play 
Magic with more than two people are Partnership, Emperor, 
and Grand Melee. 


Partners in Crime 

Partnership Magic play traditionally matches up two teams 
of two players. You sit next to your teammate, facing your 
opponents. In this configuration (see Diagram A), there are 
always two “fronts” to fight on and less of an opportunity 
for a whole team to gang up on one opponent. The bulk of 
your team’s strategy involves moving your creatures 
between fronts to meet threats and generate collective 
offense. 


Spells are played as normal. If you play a spell that refers 
to “your opponent” or “target opponent,” you must 
choose one of your two opponents as the target. If a 
spell refers to “you” or “yours,” such as “your upkeep” or 
“creatures you control,” that spell only affects you (the 
player playing it) and not your teammate. 


Sphere of influence does not apply to a four-player Part- 
nership game, but be sure to decide ahead of time what 
the sphere will be if you have six or more players 
involved—in this case, a range of two is recommended. 


As mentioned above, creatures can only attack players that 
are directly adjacent to them, and you can move creatures 
from your territory to your teammate’s territory. Note that 
once one of your opponents has been eliminated, all your 
team’s creatures attack the same opponent. 


Your team wins when both of the other players have been 
eliminated. 


Two-Headed Giant 

In this Partnership Magic variation, each player counts 
as one “head” of a “two-headed giant,” and teams take 
alternating turns. Again, the game works best when you 
sit next to your partner, but unlike standard Partnership 
Magic, your creatures can attack either of your enemies 
from your own territory, and if a card refers to “your 
opponent” you must pick the enemy when you use it. 
Instead of starting with 20 life apiece, each “giant” has 40 
life. Whenever either “head” takes damage, it is sub- 
tracted from the shared life total. Your team wins when 
you the bring other giant down to 0 collective life. 


Emperor 

_ Emperor is a multiplayer Magic variant that works well with 
six players and a one-player sphere of influence (if more than 
six people are playing, the sphere becomes two). Many of the 
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: E- Emperor 
G- General 6 
L: Lieutenant (optional) 


-oc0 


Diagram B 


rules for Emperor are similar to Partnership Magic—creature 
movement, attacking, blocking, and control are the same. 
Each team picks one player to be the “emperor,” and the 
teams sit facing each other with the emperors in the middle, 
the “generals” to either side of each emperor, and the “lieu- 
tenants” (if necessary) to either side of the generals. (see Dia- 
gram B). The leftmost player on one team goes first, and play 
continues in clockwise order. A player can only attack and 
play sorceries that target another player within his or her 
sphere of influence until that player is eliminated. This 
includes the emperors, who can’t target any opposing players 
until one or more of their subordinates are eliminated. A 
team wins by eliminating the opposing emperor. 


Grand Melee 


Grand Melee can be played with anywhere from three players 
to a whole roomful of Magic aficionados. Players sit in a cir- 
cle and everyone attacks to the left, so youre defending 
against the player on your right (see Diagram C). You get one 
point if the player to your left is eliminated, even if it wasn't 
you who did the eliminating. All permanents owned or con- 
trolled by the player who has been eliminated are removed 
from play upon elimination. The last player receives two 
points for sticking around, and the player with the most 
points wins. 

R&D roustabout Skaff Elias calls Grand Melee “an unholy 
abomination to play when it gets too large” —it can take six to 
eight hours to complete a game with 40 players. However, it 
is the only way to get all 80 or 90 of your closest friends into 
one Magic game. If you're playing with more than eight peo- 


ple you can add a marker that travels with the active turn so 
everyone doesn't sit around for hours waiting for the action to 


Diagram C 
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make a complete circle. In general, you can't take your turn 
until the marker is three players away. 


Multiplayer Madness 

Multiplayer Magic allows for a social group dynamic that can’t 
be found in the competitive realm of “standard” Magic play. “T 
firmly believe that social and multiplayer play accounts for 
more Magic than tournament and competitive play,” declares 
lead Magic honcho Bill Rose. “I enjoy multiplayer as much as 
two-player Magic.” Rose continues: “I compare Magic to golf. 
There are millions of social golfers, but the attention is focused on 
200-300 professional players. We focus on tournament play 
because it’s easier to watch and analyze.” 

The Big Idea here, of course, is that Magic doesn’t have to 
be played in Paris with a million dollars on the line and some 
intense guy across the table flipping his cards at you. If multi- 
player Magic appeals even to a “serious” player like Rose, it’s 
worth checking out for your group. 


While the above formats have proven to be the most intuitive 
common ground to start from, they are by no means the only 
way to “get out of the box.” Te Duelis?'s “House Rules” col- 
umn is devoted to Magic variants sent in by our readers, and you 
are all cordially invited to contribute and expand upon the 
rules presented in this primer. In other words, experiment. 
Get weird. 


New Vibes 


So there you have the basics for multiplayer Magic. You might 
not win a million dollars, or have legions of peers clamoring for 
an autograph, and you won't get to design your own card. But 
you might have a good time and get some new social Magic 
vibes going—without the risk of Mark Rosewater chasing you 
around an exotic foreign locale in a chicken suit. ¢ 


Rob Dalton is notorious for staging palace coups during Emperor games and 
returning the power to the people. 
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lass Communication 


by Beth “BethMo” Moursund — 


B® hough Magicard: Dick Your Getting Your All Fall 
were originally Target — Ducks in a Row Down 
worded strictly fora 
two-player environ- These cards create permanents that These cards should also read “tar- These cards should read “all 
ment, player requests target one opponent. You choose the get opponent,” but require you to players.” In the case of Balance, These cards should read “any opp: 
for offical ulte target when the spell is cast and pick a target when you play the pick the lowest number any nent” or “an opponent —they 
a oF cannot change it later; the perma- spell or the ability. In the case of player has for each category. require choosing fy ponent 
player rules gradually grew —--__nent will continue to target that permanents with a targeted ability Bal when the spell 0 is played, 
throughout 1994. Finally, in Janu- player even if that player takes con- you may choose a new target each E o but do not target layer. 
ary 1995, the Magic Rules ‘tol of it. If that player is eliminated, time you play that ability acs ae iene 
team issued errata to clarify the ability does nothing. Bronze Tablet Pestilence Bottle of Suleiman 
_ multiplayer rules for all the Black Vise Dwarven Catapult Timetwister Cuombaij Witches 
cards printed fit poi ‘Gtanul Druid Eternal Flame Wheel of Fortune (when choosing the 
oo pone up to 1 pnt Cursed Rack Festival second target) 
__ Since that time, new and reis- Gaea’s Avenger Mirror Universe Fire at Will Cursed Scroll 
sued Magic cards use multi- i Prejudice Nebuchadnezzar — (and be will pani ae 
: . : : ihad Rainbow Vale to Duck) esperate Gambit 
is worcing. Belew 6 Lifeblood Siren’s Call Echo Chamber 
_ summary of out-of-print cards Pawerleech Tempest Efreet This card should read * ay Erhnam Djinn 
that received multiplayer errata. Psychic Allergy player.” Farrel’s Mantle 
The Rack These cards should read Nafs Asp Fatal Lore 


If a card says “all players” it 
affects everyone; for “target 
player” you pick any one player. 
“All Se means everyone 


‘Underworld Dreams 


choose an ee player, 
but the spell or ability : 
does not target that player. 
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“target player.” 


Ancestral Recall 
Jovial Evil 

Mana Short 

Mind Twist 

Storm Seeker 
Word of Command 


This card should read “any pare 
- Goblin Artisans 


except yourself.” 
Hyperion: Blacksmith 


Forgotten Lore 


Library of Lat-Nam 
Mijae Djinn 

Nova Pentacle 
Null Chamber 


DONATO GIANCOLA 


n preparing for this article, 1 spoke 


| 
q 


with top players about their ideas on 


multiplayer strategy. I heard many fun 
stories about multiplayer decks they played “back 
in the good old days” (mostly in Classic) but little in 
the way of strategy. I came to the conclusion that Magic 
is Magic, and good play carries over into all formats. There- 
fore, I have devoted much of this article to general Magic 


strategy and how to apply it to multiplayer situations. 


A ‘ i. 
First You Need a Deck 

All Magic starts with deck construction, after which you 
need a brain and a friend. Since I can’t help with the latter 
two, let’s first take a look at deck construction. You can 
instantly improve your deck-building skills by thinking in 
ones or twos instead of fours. For example, which of the fol- 
lowing cards is best: Counterspell, Dismiss, Power Sink, or 
Disrupt? You may think it depends on the deck and situa- 
tion, but if you have four counters in your hand you're almost 
always better off having one of each rather than four Coun- 
terspells (unless you're using a Cursed Scroll). A diverse 
assortment of cards gives you more options. This is even 
more important when facing multiple opponents who will 
throw all kinds of threats your way. 


When building your decks try to create potent offensive 
match-ups. I used to play an effective defensive-Classic 
deck, but I was defeated once by a black deck with Hymn 
to Tourach, Nevinyrral’s Disk, land destruction, Order of 
the Ebon Hand, Nether Void, Necropotence, Juzim 
Djinn, Hypnotic Specter, and Drain Life. The deck wasn’t 
the most original concept in the world, but it was powerful 
because it attacked me from so many angles, creating diffi- 
cult match-ups for my defenses. The deck attacked my 
hand with Hymns and early Specters, used Necropotence 
for massive card advantage, and wreaked havoc with the 
Disk when I didn’t draw a Disenchant. The more threats 
you can throw at your opponent the more likely you'll find 
a hole in his or her defenses. This can be very advanta- 
geous in a Grand Melee when you have to pound your way 
through multiple defenses. 

Finally, do not break a broken card. A friend of mine 
dominated the Southeast during the “Necro summer’ 
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- with—surprise—a Necro deck. Yet he 
rarely included Ivory Tower in his 
deck. Even though Necro-Tower is _ 
an amazing combination, he felt 
the Tower was unnecessary. 
Necro is broken enough with- 
out it, and the Tower is 
nearly useless 
Necro. He also occasionally 
left Zuran Orb out of his 
deck as well. He regularly 
defeated other Necro 
decks, partly because he 
was not burdened by draw- 
ing these cards at the wrong 
time. If a card is only powerful 
once your deck has a lock, leave 
it out. For example, if you build a 
multiplayer deck around Earthquake 
and CoP: Red, you don't need Justice 
and Reverse Damage to gain 1,000 life as 
well...although such occurrences do make for good 


without — 


stories. 


Playing the Game 

Okay, so you've built a deck, found a brain and a bunch of 
friends, and are ready to play multiplayer Magic. But now you 
actually want to beat your friends and maybe even win a mul- 
tiplayer tournament. The Wizards of the Coast commercials 
on South Park didn't say anything about needing skill (which is 
why you bought The Duelist). For years I’ve been trying to figure 
out what makes great players great. ’'m still not sure, but | 
have found a number of clues. 

Little mistakes matter. I can trace approximately one-third 
of my match losses to mistakes or bad judgment calls. Sure, 
I'd like to blame those losses on bad draws or my opponent 
top-decking the perfect card, but you get better as a player by 
learning from your mistakes, not making excuses for them. 
That leaves two-thirds of my match losses to circumstances 
outside of my control. That’s just part of Magic, and like life, 
it’s more effective to concentrate on what you can control. 
Here are some tips on reducing mistakes (and trust me, I am 
an expert on mistakes): 


Know what cards do. Ifyou have not played with or 
against a card at least four times, you don’t know it well. In 
multiplayer games, familiar cards may have new ramifications; you 
may see cards you never learned because they were weak in 
_ duels but become almost overpowered in a multiplayer setting. 

If a card comes up that you're unsure about, lose the ego and 
“read it carefully. Think about the card, compare it with cards 
youre familiar with, and figure out how it’s different. There is 
a world of difference between understanding the text of a card 
and really Anowing it. 1 can’t tell you how many times I’ve seen 
_ people look directly at Seeker of Ss or Oasis and then 
: = wrecked by them. 
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Tap your Jands properly. 
No, I don’t mean tap your lands before 
you cast your spells. | mean tap the 
right color mana for generic 
when you have an option. I’ve 
seen many games decided by 
players tapping out of a 
color for no reason. This is 
surprisingly easy to do 
when youre focused on 
something else, such as 
killing an opposing gen- 
eral’s Thalakos Sentry that 
wasn't too threatening until 
it received +11/+0 from 

Endless Scream. This is espe- 
cially important in multiplayer 
games in which you can cast 
instants for three or more turns 
before you get a chance to untap. 


Put cards with upkeep effects on 
top of your Jibrary. It’s easy to get distracted in multi- _ 
player games and forget optional upkeep effects. Legacy’s 
Allure tops the list for this, since the card reads “you may put a 
counter on Legacy’s Allure during your upkeep.” I used to 
constantly forget to add counters until I used this trick. With 
cards like Spindrift Drake and Hungry Mist, you can keep the 
proper land tapped under the card. Cards that are better used 
during an opponent’s turn (such as Prodigal Sorcerer) that you 
don’t want to forget about before your next turn should be 
treated in a similar manner. 


Don't get caught in automatic, unthinking 
patterns. Attacking before casting spells is a good rule of 
thumb, but look at your hand first to make sure you're not 
holding a Lightning Elemental. Sometimes you should cast 
your best creatures first, but if your opponent is using Diabolic - 
Edict or Counterspell, sometimes you shouldn't. Never play a 
certain way out of force of habit. Remember, in multiplayer 
games you're facing more than one brain trying to decipher — 
what you're doing. Don’t make it too easy for your opponents 
to figure out your strategy by playing by rote. 


Force your opponents to play your game. 
Be aware of things like game tempo, extraneous talking, and — 
attitude. Don’t let opponents break your concentration by — 
playing too fast or too slow, or by constantly talking. Play 
your game. Just as importantly, maintain a focused mind- 
set—defensive or offensive. For instance, if you can make 
opponents feel like they're on the defensive and you're on _ 
the offensive, you might gain an advantage. I've coaxed an 
opponent so completely into this mind-set that when he — 
cast a Mahamoti Djinn and I said, “Now that’s a pretty 
effective wall, I don’t know how I'll bust past that,” he sat 
back and blocked with the Djinn instead of beats the snot 
out of me. _ 


ZINA SAUNDERS 


DOUG SHULER 


Certain cards, like Howling Mine and Winter Orb, can 
change an opponent’s mind-set. My first impression of 
Howling Mine, a popular multiplayer card, was that it was 
weak because you spend a card to give your opponent the 
same benefit, plus he or she draws the extra card first. In 
actuality the Mine is powerful because it changes the nature 
of the game to the point where card economy becomes irrel- 
evant. Likewise, Winter Orb makes mana all-important. It is 
vital to stop these cards when your opponents play them. By 
stopping them you force your opponent back into playing 
your game. 

Ina multiplayer melee, though, some players use Howling 
Mine to make friends and influence opponents. The players 
near the Mine player benefit by keeping him or her alive, so 
that player does not get attacked as often. If you're benefit- 
ing from the Mine, leave it out there, but kill the player who 
has it once you have enough cards. If you don’t, you might 
be sorry. 


How to Make Friends 
and Influence Opponents 


Now let’s turn to some specific strategies for the basic multi- 
player formats: Grand Melee, Emperor, and Partners. Politics 
is most important in a Grand Melee game, but there is some 
degree of politicking in all multiplayer variants. So pick a 
player—probably one of the two people next to you—and create 
the mentality of “you and me, we're a team.” 

One way to set up this partnership is to play with counter- 
magic and pick a player with a powerful, combo-based deck 
that can be devastated if his or her Earthquake or Pestilence is 
stymied. Show him or her a few countermagic spells from your 
hand (perfectly legal as long as you show everyone) and offer 
to work as a team. Your countermagic ensures your partner's 
powerful spells will go through and the partnership 
takes some heat off you. Just don’t forget to 
destroy somebody to get points. 

People also tend to like others 
with similar interests, so point 
out something you have in 
common. For example, 
tell the player to your 
right, “Oh cool, you're 
playing black too! 
Between the two of 
Us, Li bet we can 
take out all the non- 
black decks here.” 
Again, the partner- 
ship you form can 
help stabilize one front, 
allowing you to concen- 
trate on the other. 

Another effective tactic is to 
have a threat card on the table 
that remains harmless until someone 
messes with you. Iwo good examples are 


Serrated Arrows and Nevinyrral’s Disk. The Arrows is like your 
own personal Moat. Who wants to attack someone and get a 
guaranteed negative effect? 


There Is No “Il” in Team 


In Emperor, two teams sit across from each other with the 
emperor between two generals, and the emperor can only 
effect his or her generals. When you're the emperor use sup- 
portive spells that protect creatures and players, or beneficial 
spells like Howling Mine and Mana Flare. With proper sup- 
port, your generals can fend off the opposition long enough 
for you to set up the game-winning combo. As a general, 
you ll need a fast deck that can take out an opposing general 
quickly so you can reach the enemy emperor before he or she 
sets up and digs in. (For more information on building decks 
for Emperor and other multiplayer variants, see “The Draft- 
ing Table” on page 48.) 

Finally, there are the Partner formats: one in which team- 
mates share life totals and one in which they don’t. Resource 
denial, such as land destruction, is dominant in both formats 
because it can effectively take an opponent out of the game. 
If life totals are not shared, then burning out one opponent 
with direct damage is highly effective, as is a white wee- 
nie~Armageddon strategy. You want to concentrate on tak- 
ing out one opponent by any means possible, thus turning 
the game into a two-on-one situation. 


Double Your Pleasure 


When playing multiplayer Magic with a partner, you should 
pick a teammate who won't mind your suggestions and who 
can help you as well. We all notice and/or forget different 
things, so if your ego doesn’t get in the way you can benefit 
from an extra brain and set of eyes. 
While it’s true that your one-on-one 
Magic skills are translatable into 
multiplayer games, working in 
tandem with and/or against 
other people over the 
course of a single game 
requires political skills 
that you simply don’t 
have to develop in 
standard dueling. 
Playing in either 
format will increase 
your skills, but play- 
ing in both will 
increase your skills, 
your playing circle, 
and your appreciation of 
the game. 6 


Dave Mills has taken his deck and his 
brain (plus the occasional friend) to numerous 


Pro Tour events. 
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- Break off from the 
') Join the lorde” 


Pack 


L5R Gives Gamers the 
Best of Both Worlds 


y now, it’s an oft-told tale: shortly after the release of 

the Magic: The Gathering trading card game, count- 

less companies jumped on the TCG bandwagon. 
These companies attempted to emulate the TCG format 
while creating games that were only slightly different than 
Magic. Virtually all used similar marketing strategies, and the 
now-familiar [CG distribution system (starters, boosters, and 
varied rarity schemes) enabled several companies to make a 
quick buck. Of course, these same fly-by-night outfits soon 
found themselves out of business. 

Other companies, including Wizards of the Coast, took a 
different tack. Many chose to offer high-quality, well-designed 
products with different settings and innovative rules, filling a 
niche that Magic did not—multiplayer gaming. Games such 
as Shadowfist, Illuminati, New World Order, and Vampire: 
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The Pecoal Struggle (née Jybad) were extremely pepe and 


fiscally rewarding for a short period of time. 

Unfortunately, these multiplayer TCGs gave hoe shat to 
one-on-one play. While all these games included rules for 
one-on-one gaming, they were clearly designed with more 
than two participants in mind. This limitation has certainly 
been a contributing factor in the virtual demise of these oth- 
erwise excellent games. 


Five Rings Rising 

Legend of the Five Rings (L5R) changed all that. LSR was 
designed to be enjoyable and competitive both in multiplayer 
games and two-player matches, fluidly moving from one-on- 
one to group play. This shifting of gears is nearly seamless, 
and the ambiance and feel of the game remain the same no 
matter how many players join in. 

David Williams, lead designer of Lerad of the ive Rings 
and Deadlands: Doomtown, was once a heavy Magic player 
(ranked second in the world) and also enjoyed V:TES. His 
experience with these games led directly to the original L5R 
concept. “The real problem, as we saw it, was that Magic 
didn’t play well as a mula! game and V: TES didn’t play 
well as a one-on-one game,” he explains. “One of our basic 
design ideas was that the game would move smoothly from 
one-on-one to multiplayer without rules changes or a signifi- 
cant change in the feel of the game—it should not be obvi- 
ously designed for one or the other.” Instead, that angle was 
worked through individual cards, and Alderac Entertain- 
ment Group (the “think tank” partner company to Five 


_ Rings Publishing) has designed and printed 19 cards for use 


primarily in the multiplayer environment. 

Legend of the Five Rings is one of the few TCGs equally 
dedicated to both types of games. L5R players enjoy the 
focused challenge of mano-a-mano play and relish the diplo- 
macy and intrigue inherent in multiplayer matches. Steven 
Horvath, Dragon Clan Warlord (the highest ranked Dragon 
player), believes a broad skill base is essential when playing 


the games Diplomacy, Risk, and others while ppg iotaining an 
originality that is unmatched.” 

Horvath’s thoughts are echoed by another Clan Warlord, 
Terry Donner. “The other advantage of L5R multiplayer over the 
other TCGs is that there are many ways t ) 
brute military force, honor victory, E rental Rings, » Black 
Scrolls, or the Four Walls victory. That's five entirely different 
ways to win. That’s the real ee of ae mf 


multiplayer L5R. “Multiplayer [L5R] combines elements of 


CRAIG MAHER 


Pacts, Alliances, and Treaties: 


: Multiplayer L5R games rise to a . level that leaves the con- 


ally requires strategies beyond the cards on_ the 


table—strategies that involve interaction with other players 


in the game. Negotiation, diplomacy, temporary alliances, 
and intrigue are all present in multiplayer L5R games. Most 
TCGs do not have this level of sophistication, this “game 
beyond the game.” 

Both one-on-one and multiplayer LS5R use the same basic 
rules. There are, however, a few additional items that 
smooth the transition between styles. These rules apply to 
allying during combat; as the attacker or defender, you are 
entitled to ask another player to be your ally for that attack 
sequence. If the player chooses to join your side then he or 


she gains two honor. You don’t gain control of your ally’s. 


personalities—instead, the ally can assign his or her person- 
alities during the same phase you assign yours (depending 
on the ally’s available cavalry). 

~~ Once you ask a player to be your ally, your participation in 
that possible ally’s decisions is technically over, and this is 
where the game beyond the game begins. If he or she 
accepts, you listen to your ally’s suggestions, coordinate 
attacks and defenses, and discuss strategy. Remember, how- 
ever, that ultimately your forces are yours to do with as you 
please. If someone refuses to be your ally? Well, there are 
lower motives than revenge. 


So the Tides of Battle 
‘use Debt of Honor to 


fee : 


Teeth of th 


tents of the rulebook behind. The game allows and practi- 


‘When constructing a deck for use in a multiplayer setting, it 
is important to remember that you will have flexibility you 
might not have in a one-on-one game. For example, due to the 
speed and direct conflict inherent in one-on-one games, it is 
necessary to hew your decks close to the 30-30 minimum. 
Having as few cards as possible increases the odds of getting 


_ your power cards out quickly. 


You should feel free to exceed this minimum in the multi- 
player environment. With the bounty of potential targets and the 
greater need to defend against so many potential attackers, 


multiplayer L5R is usually not as aggressive and violent (at 


first) as one-on-one games. This means you can build your 
forces more slowly and carefully, attempting to build themes 
that would not be as practical in a fast two-player matchup. 

The rule of thumb for multiplayer deck construction is gen- 
erally 40 cards in your Fate deck and 40 cards in your Dynasty 
deck. Add 5 cards for every participant after four, but never 
exceed 65 cards in either deck. The theme for your deck will 
be severely diluted when you reach 55 cards unless every card 
is raw power (which isn’t really practical either). An additional 10 
cards on either side won't destroy you (and may be beneficial 
in the case of cards like Plague, Rampant Plague, and Iris Fes- 
tival), but you should definitely try to stay in that ballpark. 

Legend of the Five Rings provides room for many clans and 
many more warriors—perhaps more than any other TCG. Get 
yourself a group and get gaming. ¢@ 


Every game is a multiplayer game for Eric Devlin and the voices in his head. 


Factionalism 
‘Tired of reaching 39 ho 


personalities and 
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Inside the. 


Industry 


uppose this column began, “Here's what | 
think about [abortion/gun  control/the 
Holocaust/Republicans/O.J./Macintosh |.” 
Thousands of readers would start angry 
replies as soon as they finished the sen- 
tence. Nowadays, you can similarly rouse 
game publishers’ ire with one word: distributors. 

A distributor orders games from publishers then ships 
them to your game store. Publishers find it convenient 
to ship to a few dozen regional distributors instead of a 
thousand local retailers. In happier times distributors 
also promoted new games to their clients, but the TCG 
craze changed that. Facing a huge influx of shabby one- 
product operators with tight profit margins, reputable 
distributors jettisoned sales staff to compete. Yet even by 
today’s lower standards, game publishers are getting 
frustrated with distributors’ poor service. They’re not 
only paying late (what else is new?) but they're focusing 
more and more exclusively on Wizards, TSR, and a few 
other top sellers. 

All right, that’s legitimate business, if extremely short- 
sighted. But recently many distributors, faced with 
retailer demand for products they don’t care to order, 
have been telling clients that small companies’ prod- 
ucts—even new products—are “out of print.” Products 
that customers would buy are not getting to the shelves. 
If your store owner tells you the 
game you want is out of print or 


that statement may lurk a feckless distributor's lie. Check the 
company's website for the truth. 

Faced with this spreading fraud, Atlas Games publisher John 
Nephew went so far as to post on Usenet newsgroups that yes, 
On the Edge and its expansions are all still in print. Iron 
Crown Enterprises’ Middle-earth: The Wizards has resorted to 
an exclusive agreement with the distributor Chessex, a move 
that presages change reminiscent of the 1996 upheaval in 
comic-book distribution. “In our environment there’s little 
advertising or promotion to retailers,” ICE’s Mike Reynolds 
explains. “Vhe deal actually helps educate the retailer about 
ICE products. It gives Chessex the luxury of educating the 
retailer without having another distributor undersell them, and 
it gets our product line on the shelves.” 

Oddly, distributors who have virtually dropped small pub- 
lishers are still paranoid that these companies will start selling 
direct, When one publisher started contacting retailers directly 
(because its distributor had pulled the “out of print” stunt) the 
distributor called and threatened to stop carrying its line. The 
publisher asked, “And that changes our relationship how, 
exactly?” Obviously the distributor had no good answer. 

With today’s distribution such a hot-button issue, I might 
ordinarily avoid comment. But I’m leaving this column for a 
long trip to Africa (no joke); I have nothing to lose. Here's what 
I think about distributors as a freelancer unaffiliated with The 
Duelist or Wizards of the Coast: too many do a lousy job. If 

they don’t stop wrecking the industry for 
short-term profit, they should get out. We'll 


its publisher is defunct, behind ~ APVarney@ >|. all be better off, and no one will miss them. 


ev0eveeeeeoeeeeeeeeeeeoseeeeeeeeeeeeeeeeee ee ee eee ee Oe 


hens Predator (Harper- 
£ Prism, New York City): 
© Harper has assigned sup- 
port and marketing duties 


to ZI Games, the new games branch of 
Zehrapushu, Inc. (Imajica); Zehra- 
pushu’s other branch, Coelecanth Pro- 
ductions, handles original art and prints 
by Imajica’s many artists. ZI’s Hans 
Rueffert and Sean Curran are designing 
the first AP expansion, based on the Alen 
Resurrection movie, for release this fall. 
Harper may relaunch Imajica this sum- 
mer and still plans the I Ovo expansion. 
<AvP @ zehrapushu.com>; <www.zehrapushu.com> 


© Babylon 5 (Precedence, Tempe, 
AZ): Great War, tentatively scheduled 
for October, will cover events in the 
Shadow War of the show’s third season. 
The expansion will emphasize military 
engagements and introduce Shadow and 
Vorlon fleets, elder characters like 
Lorien, and a fifth position, the Non- 
Aligned Worlds, with its own starter 
deck (format and price not yet set). 

<b5 @eternity.com>; <www.eternity.com> 


(©) Mumunat (Steve Jackson Games, 
Austin, TX): Steve Jackson's original 
non-collectable version of Illuminati 
(1982), which inspired the INWO trad- 
ing card game, is returning to print in 
July (price not set). The cards will get a 
new, more colorful look, incompatible 
with INWO; the money tokens will be 
plastic poker chips, as seen in the origi- 
nal’s last edition. Bavarian Fire Drill, a 
100-card non-collectable expansion 
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A New Hope, Hoth and Dagobah will be 
published later this summer (limited edi- 


special abilities, or change the board's ter- 
rain. Sanctum requires Windows 95 or 


[continued] 


(possibly not standalone), is tentatively 
scheduled for November. <sjgames@ io.com>; 
<www.sjgames.com> 


'S) Middle-earth: The Wizards 
(Iron Crown Enterprises, Charlottesville, 
VA): The Balrog should be out about now 
(100+ cards, 12-card boosters with 2 rares, 
$3.25), with a 64-page Balrog Players 
Guide due in July. July will also bring 
Steve Arensberg’s third MECCG Sites & 
Scenarios booklet about Rhovanion, tenta- 
tively called Dwarves and Dragons. Vhe 
board game Elrond’s House, previewed 
last issue, may ship in August. 74e Dwarf 
Lords, a September expansion, will be in 
Balrog’s booster-only format. Dwarves 

can retake Moria or the Lonely Mountain 
and try to reestablish the dwarven king- 
doms, not necessarily save the Free Peo- 
ples. Look for a player’s guide to soon 
follow. <ice@ ironcrown.com>; <www.ironcrown.com> 


©) Shadowrun (FASA Corporation, 
Chicago): The 90-card Corp War expan- 
sion, with megacorp-sponsored runner 
teams and game-altering corporate head- 
quarters sites, is still on track for late July 
(15-card boosters, $2.95). 


<FASAInfo @ aol.com>; <www.fasa.com> 


© Star Trek CCG (Decipher, Norfolk, 
VA): Decipher aims for a late June release 
of the 260-card Deep Space Nine stand- 
alone compatible expansion (60-card 
starters, $9.50; 9-card boosters, $2.50). 
<(CGCustomerService @ decipher.com>; 
<www.decipher.com> 


© Star Wars CCG (Decipher): 
Another Introductory T’wo-Player Game 
distributed by Parker Brothers—this one 
based on Return of the Jedi—will debut 
this summer. [he Special Edition expan- 
sion, due in autumn, will draw from the 
"new images and characters introduced in 
last year’s re-release of the movie trilogy. 
White border, unlimited edition sets of 
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tion sets of these three expansions are 
currently out of print). In late August 
Decipher will sponsor a nationwide tour- 
nament weekend in memory of 
SW:CCG fan Shawn Valdez, who died 
of cancer in 1996 at age 13. Proceeds will 
benefit a children’s cancer fund in Jack- 
sonville, Florida, Valdez’s home. A card 
in the Hoth expansion commemorates 
Valdez. <CCGCustomerService @ decipher.com>; 
<www.decipher.com> 


previews _ 


) Amber (Nebula Games, San Fran- 
cisco): This trading card game is licensed 
through Phage Press, publisher of Amber 
Diceless Roleplaying, and is based on Roger 
Zelazny's 10 Amber fantasy novels. Amber 
is currently scheduled for next spring (60- 
card starters, 15-card boosters; price not 
set). The 285-card initial release will use 
elements from the entire series; later 
expansions will cover specific events. 
Designed for two or more players by Eric 
Lang, Amber has both “Chronicles” and 
“Throne War” variants. Gameplay is still 
in early development and details are 
sketchy. <nebula@ noeco.com>; 
<www.noeco.com/nebula/index.html> 


© Sanctum (Digital Addiction, Lau- 
rel, MD): This Internet startup company, 
funded by the Phasel “technology incu- 
bator,” has created an online game that 
combines virtual trading cards (like 
Genetic Anomalies Chron X) with turn- 
based computer wargames. Designed by 
Ethan Ham, Sanctum makes you a mage 


from one of 12 Arcana—houses of magic, 


such as Life, Justice, Unmaking, and 
Abomination. Playing live over the Inter- 
net, you try to enter your opponent's 
fortress using minions (swordsmen, 
archers, and monsters) who have armor 
and hit points and inflict hand and mis- 
sile damage. Each turn your fortress, cap- 
tured towns, and acolyte minions 
generate mana of six types (Order, Strife, 
Clarity, Mystery, World, and Will). Spell 


cards let you summon minions, give them 


Wolf's Mage: The Ascension? Captu ng iy) 


tive-movie game using its “Virtual Cin- 


have gone to Paramount Pictures. Pr 


Windows NT, 800x600 display with 256 
colors or more, and 20 MB storage space. 
<jamey @ digitaladdiction.com>; 
<www.digitaladdiction.com> © 


Engineeting Animation, ne is devel- y 
oping a computer RPG based on ae 7 
of the Five ve to be yee - 
Activision. : 7 


Tfy you own , MiccoP rose’ 5 Magic com- 
puter game, you can play online for free 
over the Total Entertainment Network 
(TEN). TEN offers free downloads of © 
the ManaLink software required for 
Internet play. In March TEN said its | 
Magic offer had brought i in 10, 000 new 
customer accounts. 


cs ‘you think ae an 1 RPG less Beicedh i 
to computer game adaptation than White 


its ferociously open-ended magic syster 
in silicon would daunt many developers, 
but Hyperbole Studios (Quantum Gate, 
Vortex) plans a licensed Mage intet 


ema” engine, which will debut in Fox 
nteractive’s forthcoming X Files ; game. © 

The Mage game has no publisher i 
Maybe Hyperbole can line up a package _ yy 
deal, because it also has computer Same 
rights to ‘Stephen King’s short stories. 


Lara Croft lives! Film rights to the | 
Tomb Raider computer: game (Eidos) 


ducers Lawrence Gordon (Die Han 
Predator) and Lloyd Levin plana alive 
action film, buts no: ils are set yet. 


Cae: In a Dice 425 this cola A / ; 


ral about the S1Ze of t the video and | 
computer, game. market. AMI rates the world 
. illion i mn zi 997; America Le 


For more iniormation, contact (ie email 
address or website given with cach entry. 


» fain 
ad ae 


oi , UY | ihe Sa : 
WwEeotiday, Sept. fth ¢ 


Phone lines open 10-10 CST PHO 


current magic£ 
boxes 
up to 45% 
off retail 


Blizzard Shuts Down R&D. 
with Starcraft 


- you ever want to sabotage 
the research and development 
department of a large game com- 
pany, here’s the best way to go 


about it. Arrange for a major 


software manufacturer with a 
proven track record to send a 
number of copies of its newest title to the 


aforementioned large game company— _ 


and watch that company’s productivity 
drop like a rock. So when Blizzard (the 


Starcraft 


Blizzard Entertainment 
Torrance, CA 


PREMISE 
Real-time strategy pitting Terrans (that’s sci-fi 
for “Humans”) against bug-like Zerg and the 
mysterious Protoss, from the makers of the 

_ industry-shaking Warcraft. 


ple-speed CD. ROM 
ard and mouse, 


(DirectX Compatible). 
CONTACT 
Blizzard 
Entertainment 
(310) 793-0600 
www.blizzard.com 
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- choice between three races—Terrans, 


“makers of the runaway hits Warcraft ool 
Warcraft II) offered to let Wizards of the 
Coast participate in the testing of their 
new game, Starcraft, management was 


understandably suspicious. 

Warcraft II has long been a favorite of 
PC gamers, especially those with access 
to the Internet or a LAN. Even though 
the units were never quite balanced (the 


orcs were always better, in my opinion) 


there were enough strategies available to 
make for challenging multiplayer games, 
the depth of interaction between players 
was always satisfying, and to this day few 
games have surpassed it. 

Starcraft proves to be just as satisfy- 


ing. More than Warcraft in space, Star- 


craft falls into the strategic/economic 
game category. You begin the game with a 
small amount of resources and (usually) 
no military units, then build your forces 
from the ground up. Unlike Warcraft I, 

in which you were limited to playing 
either humans or ores, Starcraft offers a 


Zerg, and Protoss. 


Look Ma, 
I'ma Space Marine _ 


_ The Terrans are pretty straight- oa 
_ They’re just humans like you and me 
_ (well, me anyway). Terrans are the easiest 


race to play when you ae starting out. In 
fact, the campaign game, wh 
into three sections, starts with the Ter- 


marines, but to produce them you must 


chis divided — 


> by Mike Elliott 

first build barracks. Several units are gen- 
erally not worth the time they take to 
build, like the somewhat useless archers 
in Warcraft. If you ‘re playing the Terrans 
you ll probably want to produce marines 
and siege tanks and ignore the compara- 


tively ineffective firebats and spider bikes. _ 

Most of | the Terran range strike units . 
are quite strong. On top of this (no pen 
intended) a large number of air units _ 


come into play around midpoint in the 
game, so forces that cannot attack air _ 
units end up running for cover as death 
rains down from above. You can build a iG 
starport later in the game and produce air 
units like wraiths that can become invisi- 


ble for short periods of time. Ultimately, 


you can research nuclear warheads and _ 


attempt to drop a big one on one of your - 


unsuspecting enemies, but this is a tedious 
process and can be difficult to pull off. 

Mobile buildings are one of the more 
intriguing Terran features—structures 
that can actually lift off and move around 
the board. This can be extremely useful 
when a large ground force opens up on 
your position or if the circumstances of 
supply and demand require you to move 
your command center to a new mining 
area. The buildings don’t exactly zoom 
around—expect trouble from enemy 
fliers—but once you get them airborne, 
the ground units can only sit and watch as 
your enormous headquarters cruises to a 
new position. 


Shmy, Yet Satisfying 
The second major race is the Zerg, a 
hive-minded race of insect-like creatures. 


One minor drawback in. Starcraft, 


especially for dichard gamers who play 
Tomb Raider in the morning and Com- — 


mand & Conquer at night, is that all 


three races have different economic 
structures an ¢ building restrictions 
which can be difficult to track all at once. 


It’s like writing a love ballad in French 


whil simultaneously reciting the Pledge 


; _ of Allegiance in Mandarin. 
rans and then moves up to the Zerg and _ 
_ Protoss. Your basic military units are 


‘minor gripe aside, the Zerg 2 
have a very unique and listinctive bug- 


flavored play — All oS units are 


especially i in large numbers. 
‘The Zerg are most effective 
when they branch out quickly 
and establish toeholds with 
units in secondary areas, — 
since their units must grow to 
maturity. The secondary | 
hives allow you to produce units more 
_ quickly than by staying in your 
 remote—albeit secure—home 

i Plus, you have the opportunity to 

launch an offensive from a point closer 

to your enemy. 

An unusual aspect of the Zerg is that 
they can only build structures in a rela- 
tively small area, known as a creep, which 

‘centers on your hatchery and slowly 

spreads out as the game progresses. 

Unlike the Terrans, who may have build- 

ings strewn all over the map, the Zerg are 

forced to maintain tight clusters of build- 

ings which makes them vulnerable,to a 
- focused attack. 

_ The counterbalance to the creep 
"restrictions are the bizarre Zerg farm 
units known as overlords. Unlike the Ter- 

rans and the Protoss that build conven- 
“tional structures for food production, the 

Zerg use bu ding-sized creatures. Over- 
lords can fly and scout all over the map. 

ee in the ere they « can also be used as 


—— nj noises, too. 


structs become idle and unproductive. 


area. 


imension, the Proton ‘warp in 


: to join the battle with the Terrans and the 


Zerg. Like the other two races, the Pro- 
toss have their own unique farm struc- 


tures called pylons. Pylons actually 
power the other buildings, so if the 


pylons are destroyed, the other con- 


More than Warcraft in space 


This is a key strategy for attacking a Pro- 


toss player—just wipe out the farms. 
However, the Protoss have one of the 
strongest ground units, called zealots, 
that warp in with the amusing phrase, 
“My life for hire,” and one of the best air 
units in the scouts. Still, the Protoss are 


fairly vulnerable early in the game 


because their military units are expensive 
and slow to produce. 


Don't Get 
Caught. Alone 
inated once you lose all your 
building no matter what race you play, so 
you can't hide out with a couple units and 
make the enemy hunt you down like you 
can in similar games (not that anyone 
would ever use this annoying strategy, at 
least nobody outside of R&D). 
It is fairly easy for opponents to coordi- 
nate a two-on-one attack against an 


enemy position in most land scenarios 
because it is difficult to defend against 
multiple players. The towers are just not 
strong enough protection and it is difficult 
to wall off your home area to protect your- 


_ can go down in a couple minutes. 


his kind of attack, your defenses 


Thus, you will usually want to start 
working on your defenses early in land 


” scenarios, and communicate well with 


your teammates because you have so little 
time to react to an attack. Also, it’s a good 
idea to have your mining units get into 


the fight. Starerafts “peons” actually are 
not bad in combat against lower-level 


units and can swing a battle. If things get 
too bad try to get away with as much as 
possible and start over in a 
new location—a strategy we 
call “cockroaching.” 


The Finer 
Points 
Starcraft has some great new 
features. For instance, you 
can share a_ point-of-view 
with your allies and even play 
the same units with your 
teammates. The graphics are 
amazingly detailed, although 
some of the maps are a little dark. There 
is also a great feature that allows you to 
move your units around the map using 
way points, which is useful when navigat- 
ing maze-style maps. 

The map editor is easy to use and 
players are already posting interesting 
maps to various websites. Blizzard 
maintains a free service called battle.net 
that allows you to play most Blizzard 
games, including Starcraft, over the 


Internet. It even offers rankings and a 


ladder system so players can find oppo- 
nents with similar skill levels. 

Overall, Starcraft earns high marks. 
Blizzard has an amazing track record 
with software products. Starcraft’s 
release date was delayed again and again, 
and there was a running joke about 
whether it would be out in time for the 
holidays this year. But now that it’s 
finally out, I believe the extra development 
time was well spent—Starcraft is worth 


the wait. @ 


Mike Elliott has designed more Magic cards than 
Starcraft levels, but that may soon change. 
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New Aeon Brings Mythos 
— into the Present 


ame design isn't easy and that goes double for trading card 
oa games. On one hand, TCGs must provide room for expansion and 
flexibility. On the other hand, TCG tournaments require hard-and- 
fast rules and card text. Tournament play survives on legalese, and 
flexibility and legalese are not often the chummiest of bedfellows. 
This catch-22 can cause nightmares for game designers, but the 


sharp minds at Chaosium continue to sail safely through these 
treacherous waters with the paranormal Mythos [CG. New Aeon is the latest expan- 
sion to delve into the supernatural worlds of H.P. Lovecraft and continue the 
_ Mythos tradition of fun, precise gameplay. 
_ Call of Cthulhu (the roleplaying game 
Mythos: New y°V-Yo) a) on which the TCG is based), the 
Mythos starter set, three expansions, 
ae es and the Standard Game are all set in the 
1920s and 30s the default setting of 
Loveeraft’s pulp-horror fiction. The 
recent Dreamlands expansion stepped 
outside this time period and reality in 
general by introducing the dimension of 
dreams. New Aceon takes a step further by 
featuring the modern environment 
depicted in the RPG setting Crhulhu 
Now! Here you'll find Delta Green, friv- 
olous lawsuits, Haz-Mat teams, rock 
musicians, chainsaws, and frag grenades; 
laptops, the Internet, worker robots, a 
virtual Howard Lovecraft, space suits, 
stealth fighters, tasers, and even a tactical 
nuclear bomb provide a “future is now” 
feel. Don’t forget that Chris Carter didn’t 
invent alien abductions, crop circles, 
cloning chambers, or serial killers— 
New Aeon features all of these and more. 
Of course it wouldn't be Lovecraft with- 
out indescribably horrible monsters and a 
few new takes on some old beasties, so 
watch for these scattered among the new 
tomes and spells. 


horror leaves the Roaring 
enters the Paranoid 
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» by Lester Smith 


‘Tournament players 
will be extremely happy with the cards 
introduced in New Aeon. Have you had it 
up to your eye-stalks with An Unex- 
pected Calamity? You'll be pleased to 
learn that New Aeon provides many ways 
to stop fast-pass decks in their tracks: 
several cards cause passes to cost you san- 
ity, and others prevent An Unexpected 
Calamity altogether. There are also many 
new ways to remove your opponent's 
allies (Ebola Virus, anyone?) and loca- 
tions can be rendered ineffective with 
cards like Nuclear Winter. This makes 
the game more difficult for an opponent 
who plays one Adventure after another — 
and refuses to leave a current location. 

More casual players will find just as. 
much to love and fear in New Aeon. Ten 
new Investigators are introduced with a 
twist—half are “fiendish.” The Deep One 
Hybrid, Diabolical Cultist, Grinning 
Ghoul, Obsessed [Federal] Agent in Mi- 
Go Braincase, and Sardonic Serpentman 
allow you to say “no more mister nice 
guy. Each of the fearsome five has the - 
toughness to survive in a hostile environ- 
ment and the ability to play related mon- 
sters as allies at gate locations. [he 
Sardonic Serpentman, for instance, is 
immune to radiation and can play Ser-__ 
pent People as allies at artifact locations. 

There is a sense of sassy irony 
throughout the set, a dark thread of deri-_ 
sion aimed at the modern world’s pre- 
millennial apocalyptic stress. Events like _ 


Going Postal and Halitosiphobia (fear of 
bad breath, which makes inside locations 
a problem); allies such as High Priest of 
Elvis, Taser (an artifact that stuns an 
opposing monster during combat) and 
Men in Black (they're monsters, by the 
way); and Tomes like B-Movie Script all 
poke fun at our paranoid culture. New 
Aeon conveys the claustrophobic sense of 
a world growing ever smaller and increas- 
ingly hectic. Every area except Space is 
treated as one region, for example, which 
means faster travel than ever before, and 
numerous new special effects impact the 
whole table. 

New Aeon is fun to look at—spooky, 
but fun. The graphics are sharper than 
ever with the best artwork of any Mythos 
expansion yet. In addition, the new set 
meshes exceptionally well with older 
expansions, [here are many ways to travel 
from the modern New Aeon dimension to 
the Waking World or the Dreamlands, 
and nearly as many ways to simply pull an 
item or a few characters into the present 
day. The set also includes a few new loca- 
tions for the Waking World that flesh out 
the town of Innsmouth in particular. 
Happily, most of the 18 New Aeon adven- 
tures can incorporate cards from earlier 
collections. Sadly, two Adventures actu- 
ally require older cards (one from the 
Standard Set and one from Dreamlands). 
While this won't be a problem for old 
hands, newbies may feel cheated. 

While a New Aeon deck “plays well 
with others” from the earlier sets, it cer- 
tainly feels distinct, just as Dreamlands 
feels different from the 1920s cards. 
Unlike many T'CGs that change the face 
of play by adding entirely new rules to the 
game with each expansion, Mythos relies 
on the cards to introduce new elements. 
This means that it is just as easy to learn 
Mythos now with New Acon as it was 
when the game was released. 

The New Aeon rulebook contains a few 
minor adjustments in presentation and 
layout when compared to the Dreamlands 
rulebook, which had heretofore been the 
last word on Mythos. The two rulebooks 
are exactly the same length, but the New 


Aeon book includes a condensed turn 
sequence on the inside cover and a card- 
symbol graphic that covers the entire 
Mythos line on the back. These handy 
reminders can be extremely useful in the 
heat of play. 

It’s not difficult to collect a complete 
New Aeon set. There are 200 cards in the 
expansion at three levels of rarity. Going 
through one box of starter decks I found 
at least one copy of 177 different cards 
and all five of the ten oversized, double- 
sided Investigator cards. Another four 


decks and eight booster packs brought 
the tally up to an even 190. 

While the specially designed Standard 
Set is still arouably the best way to get 
started with Mythos, the New Aeon 
starter decks are fairly playable right out 
of the box. If you haven't played the 
Mythos game before, there is no better 
time than the present—the modern 
world of New Aeon, that is. ™ 


Lester Smith earned an Oscar nod for bis portrayal of 
the headless body in the art-house bit Re-Animator. 


Serpentman 


Paints the Town Red 
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OMNONA 


NAME 


Azathoth And Others 
B-Movie Script 

Bank Vault 
Bibliophobia 
Billington’s Woods 
Black Belt 

Blackout 

Bless 

Blink of an Eye 


. Brother of the Yellow Sign 
. Bulletproof Vest 

. Call the Unnamed One 

. Camp Bright Star 

. Carlyle House Museum 

. Chainsaw 

. Chakota Beast 

. Chaosium 

. Chronoportation 

. Chrysler Building 

. CitE Tatoue 

. Cloning Chamber 

. Colosseum 

. Colour Out Of Space 

. Create Stasis 

. Crop Circles 

. Cthulhu For President 

. Cthulhu Statuette 

. Cykranosh 

. Dark Horse 

. Darkness of the Void 

. Dawn Biozyme Research Lab 
. Day the Sun Stood Still 

. Daybreak 

. DBZ Spacelab 

. Deliverance 

. Delta Green, Alpha Squad 
. Diabolical Cultist/ 


Obsequious Televangelist 


. Different Worlds 

. Dimensional Shambler 

. Disturbing Portrait 

. Dr. Carl Jung 

. Dr. Carlos MacDonald 

. Dr. MacDonald’s House 

. Ebola Virus 

. Eiffel Tower 

. Emergency Medical Equipment 
. Enthrall Victims 

. European Space Agency 
. Evoke Doppleganger 

. Exorcism 

. False Dawn . 

. First National Grocery 

. Fish-Head Rock 

. Flesh Ward 

. Fractal Creatures © 
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Event 
Spell 
Event 
Ally 
Artifact 
Spell 
Adventure 
Location 
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Location 
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Location 
Location 
Artifact 
Location 
Monster 
Spell 
Event 
Event 
Artifact 
Location 
Adventure 
Spell 
Location 
Adventure 
Event 
Location 
Adventure 
Ally 
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Adventure 
Monster 

_ Artifact 
Ally 
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Location 
Event 
Location 
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Spell 
Event 
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Location 
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NAME 


. Fragmentation Grenade 

. Frivolous Lawsuit 

. G.G. D’Arn 

. Gilman House Hotel 

. Giovanni Angellis 

. Giulio Cesare Hotel 

. Going Postal 

. Government Quarantine 

. Grasp Of Cthulhu 

. Greenwich Village 

. Greys 

. Halitosiphobia 

. Harbor Place Hotel 

. Haz-Mat Team 

. Helicopter 

. Henri Zann 

. High Priest of Elvis 

. Hitch A Ride 

. Hitman from Medellin 

. Hound of Tindalos 

. Howard Lovecraft 

. Hydrophilia 

. I!Omen 

. Insidious Ululation of the 
Invisible Supplicants 

. INTERPOL Headquarters, Italy 

. IRS Auditor 

. Its Full Of Stars! 

. J. Edgar Hoover Building 

. Joe Schienfeld 

. Johnny 

, Ju-Ju House 

. Kennedy Space Center 

. Laptop Computer 


. Larva Of The Other Gods, First Stage 


. Larva Of The Other Gods, 
Second Stage 

. Lascaux Caves 

. Lefferts Corners 

. Look to the Future 

. Louvre 

. Lovecraft’s Grave 

. M16 Assault Rifle 

. Maison Nationale De SantE 

. Make Them Pay! 

. Maple Hill 


. Massa Di Requiem Per Shuggay 


MicCarty’s News Stand 
Mechanophobia 

Media Hyperbole 

Men in Black 

Mental Suggestion 

. Mi-Go 

. Monatomic TransLocation 
Motion Sickness 

. Mr. Shiny’s Burger Palace 
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Event 
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Ally 
Event 
Event 
Monster 
Ally 
Event 
Event 
Spell 


Location 
Event 
Event 

Location 
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Location 
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Event 
Monster 
Spell 
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Spell 
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Multiplayer Games. 
_in the Computer Age 


here are a couple Hoa in life that are a lot 
more fun when you do them with more than 
person. I can never seem to remember the 
obvious examples, but the one that comes to mind 
first when you work in Wiz: 
se columns) i is computer gaming. In fact, one 


R&D (or read 


omputer games is the artifi- 


> by Mike Elliott 


waiting for artillery/magic support. Ina surprising number of 
games, the computer is not intelligent enough to move its units 
around obstacles even when an alternate path is available. The 
solution to these inherent Al limitations is to play multiplayer 
games in which you pit your wits against your friends’ wits (that 
is, assuming they pass the Al test). 


Reach Out and Crush Someone 
There are several game genres that are specifically deen 
for multiplayer play. The most basic is the “shoot ‘em up,"a 
genre that includes the Doom series, the Duke Nukem — : 
series, Descent, Quake IJ, Dark Forces, Jedi Knight, and so 
on. This is currently the most common t of multiplayer 
offering: you control one unit and move around the map 
attacking your opponents who are also moving around and 
attacking you and each other. The most popular format for 
multiplayer play in ‘this genre is the “deathmatch” i in which 
everyone tries to kill everyone else. These games are easy to 
get going and other players can join in at any time. They are 
also easy to play over the Internet or a local area network 
(LAN). There is virtually no economic development in these 
games, although occasionally 7 character can improve 
through experience. / 

An advanced form of this ne is strategic game, such as 
Gettysburg or Myth: The Fallen Lords, in which you control 
an entire army that you pit again ur Opponents’ armies. 
These are real-time versions of earlier s rategic games such as 
Fantasy General, Panzer General, and Epic. Strategic games 
have fewer of the “reflex” requirements needed for basic shoot 
"em ups, since you send larger groups into battle and there is 
strategy involved in moving your units. . 

Poa the lowest level of multiplayer games is the “hot 
seat” game. While hot seat may sound like it relates to the 
other multiplayer activity 1 can never remember, it actually 
refers to multiplayer turn- -based games in which players take _ 
turns at the same terminal. Examples of games in this genre _ 
- include Warlords III, Deadlock, © 
‘the later X-Com series, and 

Worms II. Sometimes you can 
play at different terminals using — 
rotating turns, which allows you 


ever, the majority of these 
games are played at the same 
computer with a taking 


and cles hidden informa- 


These days, you can log on to tion, they can be annoyi 
the Internet and play games because the inactive players 


with people all over the world. | Acie acaa cri i bear) 
| away during other players turns. _ 


ite 


| 3 
( 


Another popular genre is the server-based game. These days, 
you can log on to the Internet and play games with people all 
over the world using one of the many servers available. You can 
play chess with your friend in Chicago, Go with your friend in 
Taiwan, or a variety of basic games like Monopoly, Scrabble, 
checkers, and even bridge. Most of the servers are easy to find 
and free to use. They're also great for late-night insomniacs who 
have to get their competitive fix, since by definition it has to be 
a reasonable hour for people to be playing somewhere in the 
world. Plus, you get to meet and play with other insomniacs. 

Another established genre is the cooperative multiplayer game. 
This group of games is well supported on the Internet and 
appeals to players that like the sort of low-level roleplaying that 
such games offer, as well as to players who don’t like the more 
competitive head-to-head games. Players often join together to 
play against computer opponents (usually monsters) in games like 
Ultima Online and Diablo. These games suffer some of the 
problems of single-player games—the AI is less challenging than 
another person—and players often get bored battling the AI and 
start fighting each other. The term “player killer” is a name for 
players in multiplayer games who go around killing other human 
players. Most players enjoy the cooperative aspect of this genre, so 
player killers are generally shunned. 

In my opinion, the most enjoyable multiplayer format is the 
strategic/economic genre that includes Starcraft, Warcraft II, 
Age of Empires, Total Annihilation, Command and Con- 
quer:Red Alert, and Dungeon Keeper. These games are best on 
a LAN; with recent advances in modem speeds, however, they 
can also be played on Internet servers at about the same speed 
(although you will experience occasional Internet lag problems 
and disconnections). Strategic/economic games can be played in 
either a free-for-all style or, more commonly, as team-versus- 
team. The early part of the game involves economic buildup, 
and at some point you have to start converting your economy 
into military production and create a force to crush your ene- 
mies into dust. There is often a fine line between early eco- 
nomic buildup and military development; if you wait too long 
to build your military, you might get attacked at a crucial stage. 

Most strategic/economic games require players to learn eco- 
nomic structures and building sequences before they can play 
effectively, so there is some time investment when compared to 
the shoot ‘em ups you can learn in five minutes. Some basic 
game functions have been added to help new players get up, run- 
ning, and into the more complicated strategic games. One of the 
more recent additions, available in Age of Empires and 
Starcraft, is the option to have more than one player control the 
same units. [his is useful for beginning players because they can 
be paired up with more experienced veterans to learn building 
sequences and tactics. A lot of the newer multiplayer games offer 
shared vision for allies so you can see what your teammates are 
doing. This is especially helpful for those times when you can't 


yell across the room to your teammates for help because they're 
in another country. 

Due to these team-play options, multiplayer strategic/eco- 
nomic games have a higher degree of player interaction than reg- 
ular multiplayer games. Your team can plot strategies together: 
one person will handle economics while others defend team 
positions, or two teammates can gang up on a single enemy posi- 
tion. The level of communication is often the key to victory. 


So, now that you're up to speed on the multiplayer options out 
there, you have a choice to make. You can go outside and play in 
the sun; you can have a social life (I’m told this is good, but I 
don’t believe the hype); or you can simulate a social life with 
multiplayer computer games. Decisions, decisions. Right now, 
for example, it’s a beautiful spring day in Renton and the birds 
are singing...but our resident vacationer is now beckoning to me 
for another game of Starcraft. 
See you later on the Net. | 


Mike Elhott has forgotten more about computer games than most people will 
ever learn, but that’s okay...as long as he can remember the things that are 


important to him. 
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O by Micah Zdunich 


Blue-within-Blue 
Collar Forces Take 
Arrakis by Storm 


he highly anticipated first 
expansion for the Dune 
CCG, Judge of the Change, cata- 
pults three new houses into 
action on the desert planet. This 
183-card set is being released in 
three monthly installments, each of which 
features a new house at center stage. [hese 
minor houses represent a major shift in the 
politics of Dune. No more shall big business, 
ancient religion, and decadent royalty fight 
amongst themselves for control of Arrakis. 
The new houses all make their homes on Dune (like the personal favorite miner is Lt. Ancirin. This Carryall 
Fremen from Eye of the Storm) and represent vital forces in Helmsman sports the new pi/of subtype —you may engage 
local politics at the center of the universe. Aneirin and a Spice Harvester you govern to transfer one 

Everyone knows the spice must flow, but those who _ spice from any desert straight to your hoard. You need only 
mine the brown gold are often forgotten in the mad rush _ pay the governor of that desert a solari for the privilege. 
to stockpile and control melange. No longer. The Spice _ Aides and personnel tighten the Miners’ grip on melange. 
Miners Guild, controlled by the wily Omri B’riccan, Spice Drivers can disengage your overworked Harvesters 
wields its power through unprecedented spice production while Spice Dogs and Dune Men provide capable defense 


‘aS Sa ” 


and allies and aides who maintain a stran- against arbitration and battle rites. 

glehold over the precious commodity. Dune CCG: If you want to live forever, you 
1 Ae is ee Judge of the Change a ie to ‘ 
ings. Their Shie all homeworld, like o next week on Dune, thin 

the Fremen Forbidden Zone, produces water. [he Water Sellers Union 
only 3 solaris—but it doesn't subdue when Five Rings Publishing Group (month two) makes money and 
Dune is deployed. If money isn’t a prob- Renton, WA accrues favor as easily as the Min- 
lem, the Shield Wall may also be used to ers manipulate spice. [he Water 

co oo FORMAT cf f 
disengage deserts. Shield Wall Bases (a Ce co Sellers’ homeworld is the Northern 
: : : 183-card expansion set (61 cards : 

Miner-specific charter) produces 2 solaris released per month); 60-card starters Polar Sink, one of the most eco- 
per desert you govern and Conversion and |5-card boosters. For 2-9 players, nomically powerful fiefs in the 
Contracts creates money based on the playing time 60-90 minutes. game; it produces 3 plus X solaris 
number of Spice Harvesters, Carryalls, and PREMISE where X equals the number of 
Harvester Pads controlled by a target The spice must flow, and three new Dune cities in play. Arrakeen 
player. These cards allow the Miners to houses are the grunts that do this Water Facilities will curry favor or 


dirty work on Dune. 


reap a dual harvest of both spice and produce solaris from the governor 


solaris —a winning combination. GAME DESIGN of Arrakis’s capitol (if that’s you, 

Miner allics are a strong bunch with Owen Seyler you can produce these instead). 
impressive card text. Miners Guild Direc- ART DIRECTION Control of both the Water Facili- 
tor Omri Briccan can lead and direct arbi- Christian Moore ties and Arrakeen creates a danger- 


tration rites targeting desert fiefs. Hebe, ously strong power base. Finally, 
CONTACT . L. / 

Seer of the Sands, can forestall those oa ee Glacial Mining Operations 

: . Five Rings Publishing Group : 

annoying Sandworms and Coriolis Storms (425) 254-2297 engages to produce 1 solari for 


by engaging to subdue a Dune event. My www.frpg.com each personnel assigned to any 
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Dune Fiel, Use this to capitalize on your own defenses or 
even the defenses of your paranoid neighbors. 

Lingar Bewt leads the Union. Like Brrican, he can lead 
arbitration rites targeting Dune cities but gains surprise 
when doing so. Zenzi Bewt, Lingars niece, is a walking 
Priority Matter engaging to engage a target ally. Emrys 
Jage and Lida Banfi both work the favor angle in differ- 
ent ways——jago increases the reward for successful dueling 
rites by his dueling rank (thats two without enhance- 
ment)—-while Lida has a built-in Claim Initiative (pay X 
to increase your declared favor by X). This is limited to 
her intrigue rank of three. 

As aides go, the Water Sellers Union seems 4 little 
weak in number, a disadvantage offset by useful card 
text. The Water Marshall increases your favor by his 
command rank, and the Water Peddler transfers solaris 
equal to his command from a rival's treasury to yours. 
Both personas start with one command, so the value of 
these skills is limited but strong. 

Month three introduces the Dune Smugglers. Unlike 
the previous two houses, the Smugglers don't have con- 
trol of any particular industry, but crime is everywhere 
and this crafty house has quite a few nefarious tricks up 
its sleeve. Their homeworld, False Wall South, can pro- 
duce 3 solaris or transfer one of the top five cards in your 
house discard back into your house deck. Nothing is 
more aggravating than seeing a key card go down in an 
initiative tie, never to return (especially if you didn’t 
win)—not a problem for the Smugglers. The Smuggling 
Revenues charter produces solaris equal to the cost of one 
house card deployed by a rival—expensive aides, Palace 
Keeps, and Imperial Seals make excellent targets. The 


ith all the buzz surrounding the Emperor's Truthsayer 
new houses, it’s easy to forget our 
old friends—thankfully the game 
designers haven’t. Each pre-existing house 
receives about a half-dozen new cards 
(including several of the new decree type) 
designed to help the old school deal with 
these blue-collar interlopers. Here are my 


top ten in no particular order.—M.Z. 


Sister Baruna (Bene Gesserit Ally) 
Engage to apply force equal to Baruna’s 
weirding rank to a target native persona. 
If the target’s resistance is reduced 
to zero, subdue target. As you may 
have noticed, there’s no dearth of 
new natives. 


His Majesty's Fief 
{Corrino Decree} 

Assign to a rival’s fief and 
receive the target’s 
command rank in 
solaris whenever it's 
engaged. Stick that in 
your four-command 
False Wall South 
and smoke it. 


Talk about pushy. 


| hope. 
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(Bene Gesserit Decree] 

Assign to a Reverend Mother. Change the 
target of any rival’s intrigue or dueling rite 
to another eligible target of the same 
affiliation. Lady Jessica has stepped out, 
might | interest you in a Renegade Sister? 


Change of Fief (Corrino Event) 
Current governor of Dune must subdue 
Dune and re-deploy his or her homeworld. 


Cesar ‘La’ Layre (Guild Ally) 
Engage to reduce the resistance 
or rank of a target participant 
in an arbitration rite. You 
didn’t need those battalions, 


Harkonnen Sleeper 
{Harkonnen Ride) 

_ Place as an event and 

assign deferment 

_ tokens up to five. 


opposite side of that coin, Trafficking Partnership, allows 
you to deploy a resource from your hand for free. 

Smuggler personas are quite possibly the most power- 
ful in the expansion. Esmar Tuck, Smuggler Naib, allows 
you to discard from your hand and draw cards back from 
your house deck equal to his command, No more wait- 
ing until the end of the turn to try for a crucial card. 
Kaldo Radij bears three intrigue and ignores all counter 
effects, and Feige Ireazal can discard a card from your 
hand to produce that card's deployment cost in your 
treasury. If you like to battle youll love the Desert 
Hawk—a three battle, two command aide. [he Hawk 
captures all equipment assigned to vanquished targets 
(he discards what he can’t use). On the personnel side, 
Smuggler Battalions and Smuggler Bands make for 
capable troops and corps. 

Due to the excellent overall design of Dune, no partic 
ular house is stronger than the others. The political 
blender, already set to chop, has now been revved up to 
puré. The Spice Miners Guild and the Water Sellers 
Union represent specialized forces designed to do one 
thing better than competitors, but as many players have 
learned, over-specialized decks tend to disintegrate when 
a few key elements are challenged. The Dune Smugglers 
are a crafty bunch with well-rounded abilities (and my 
personal favorites of this expansion), but are as vulnerable 
as any other house. In the final analysis, careful delibera- 
tion and exacting play are the tools that carve empires out 


of the sands of Arrakis. 


Micah Zdunich has learned the hard way that a pre-spice mass in the 
morning inevitably leads to thunder at twilight. 


Eki Keeping UpwiththeGrunts Rieiinaa 


Deploy and receive +1 intrigue rank 
per token. Permanent until the Sleeper 
is subdued. Heeere Leto, Leto, Leto.... 


Tithing Clemency (Atreides Decree) 


Assign to a fief you govern. When engaging 
to produce solaris reduce production by 

X to increase favor by X. Half price sale! 
All favor must go! 


Guild Bank Arbiter (Guild Decree) 
Assign to a delegate you govern. Engage 
and pay X to capture a target Dune 
charter subdued during an arbitration 
rite. X equals target’s deployment cost. 
lll take those Smuggler Bribes, thank you. 


War of Assassins (Harkonnen Event) 

Name a target rival. You and the target 
must discard all participants vanquished 
during intrigue rites either of you initiate. 
You haven’t lived until you’ve axed Paul 
Atreides with a House Agent. 


Production Quota (Guild Event) 

Engage all deserts to produce X spice 
in the Guild Hoard. X equals one spice 
per desert so engaged. 
Gimme gimme gimme! 


PAOLO PARENTE 


L 


‘Judge of fhOcha 


Ancestral Provenance 
Arbiter Authority 
Proclamation 
Atreides House Guard 
Atreides Occupation 
Baraka, Wandering Prophet 
Casting Nets 
Certificate of Allegiance 
Change of Fief 
0. CHOAM Contract 
‘Communinet Transmitter 
Conversion Contracts 
‘Directed Retreat 
Dump Box Deployment 
Dune Men, Spice Mining Corps 
Emperor’s Truthsayer 
Festival of the Harvest 
Fremen Sietch Reserves | 
The Great Flat 
Guild Spokesman 
Harvester Pad, Spice Mining Base 
Harvesting Summit 
Hebe, Seer of the Sands 
His Majesty’s Fief 
House Frigate 
Imperial Servant 
Intelligence Report 
Judge of the Change 
Justice of the Great 
Learning of the Wise 
Lt. Aneirin, Carryall Helmsman 
Matter of Kanly 
Mess’r Coss, Arrakeen Spice Driver 
Omri B’rrican, Miners Guild Director 
Pardee, Harkonnen Agent 
Pillar of Fire, Signaling Technique 
-Plasteel Industries — 
Prana-Bindu Suspension 
rayers of the Righteous 
Pyon Elder, Labor Spokesman 
n Labor Force 
Pyon Village 
Razzia, Semi-Piratical Raid 
andma | 
Schlag Hide Expo 
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Enhancement 
Plan 
Enhancement 
Event 
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Plan 

Plan 

Event 
Holding 


Enhancement — 


Holding 

Plan 

Plan 
Enhancement 
Enhancement 
Event 


Enhancement 


Holding 
Persona 
Enhancement 
Event 
Persona 
Enhancement 
Enhancement 
Enhancement 
Plan 
Enhancement 
Enhancement 
Enhancement 
Persona 

Plan 

Persona 
Persona 
Persona 

Plan 

Holding 

Plan 
Enhancement 
Persona 
Enhancement 
Enhancement 
Plan 


Persona. 


Holding 
Holding 
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0. Sister Baruna, Proctor of the Panoplia — 


The Shield Wall, Great Barrier Rang 
Silo Pillaging, Spice Raid 
Siridar Tithes, Imperial Bribes 


‘Spice Dogs, Spice Mining Union Reps 


. Spice Driver, Spice Harvester Captain 


61. 


62. 


63. 
64, 
66. 


67. 
68. 
69. 
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72. 
73. 
74. 
75. 
76. 
77. 
78. 
79. 
80. 
8I. 
82. 
83. 
84. 
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| 86. 


87. 
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Vessel 


fusion, Melange Overdose 
otter 
Straight-Line Computation 


: Tivor Manx, Pad 9 Sandmaster 


Ultra-Fast Coagulation 
falor of the Brave 
Karama 
Whale Fur Industries 
Wormsign 


MONTH 2 


Amtal Accord ' 

Arrakeen Patriarch, 

Arrakeen Water Facilities 

Arsu t, Garrison Town 

Assassin’s Honor 

Atreides Sector-Guard 

Botanical Testing Grant 

Carthag Engineering 
Cesar “‘La” Layre, Guild Bank Director 
Contract Negotiations 
Culmination of Dark Things 
Cutteray, Industrial Las-projector 
Emrys Jago 

Fakhir Zirut 

Fortune of Al-Lat 

Glacier Mining Operations 

Glacier Refinery 

Governor of Arrakis 

Guild Bank Arbiter 

Guild Bank Representative 

Guild Shuttle 

Harkon en Sleeper Troop 
Harkonnen Sleeper 

Ice Riggers, lacier Mining Corps 
Infraction of the Change 
lonesco Valdeshar 


Kanly Omissia | 


Enhancement 
Plan 

Plan 

Persona 
Enhancement 
Enhancement 
Plan 

Holding 
Event 


Plan 


Holding 

Plan 
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Holding 
Holding 
Persona 
Event 

Event 

Enhancemen 
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Plan 
‘Holding 
Enhancement 
Enhancement 
Enhancement 
Enhancement 
Enhancement 
Enhancement 
Persona 
Enhancement 
Plan 

Persona 


Enhancement 


Plan 


Judge of the Change 


Name 


93. Mark of the Drowie Man 

94. NobleBorn 
_ 95. Northern Polar Sink 
Pe Period « of Truce i 
, 97. Petitioning Coup . 

98. Petitioning Retribution, : 

99. Prana-Bindu Conditioning i 

100. Precept of Istislah 

101. 
102. Ritual Combat, ‘Article of Kanly_ 
‘103. Scars of Remembrance _ : 
104. Semuta Addiction 


Rapier, Dueling Swor yr 


108. Sponsored Funding 


(1 110. Strategic Positioning 
Tit. 


Strategy Delegation 


113. Tithing Clemency 
114. Turn of Events 
115. Unreckoned Numbers 


118. Water Peddler, Street Merchant 
119. Water Shortage 


121. Weirding Embassy 


MONTH 


123. Advance Team Reports 


24. Alliance Review Board 
| 125. Approximation Analysis 


126. Assembly Chairmanship 
127. Attack Sinister 


13 Le Comneauer: ransport 


137. Eyes of be Blue 
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109. Stillsuit, Water Reclamation Suit 


116. Water Despot, Appropriations Director 
117. Water Marshal, Conservation Official 


120. Water Tribute, Custom of the Fai 


122. Zenzi Bewt, Niece of Lingar Bewt 
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Plan 
Event 
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‘ _ Enhancement 
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"Enhancement 
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Plan 
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Plan 
Enhancement 
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: Plan 
Plan 
Persona 
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_ Card List 


Name 


False Wall South 


Feige Treazal Persona 


Free Trader Scout Persona 
Ghost Caravan, Smuggling Operation 
Grumman Fiat 


Guild Spy Ring 


_ Hagga Basin, Minor Desert Holding 
‘Honorarium Familia Enhancement 
House Subfief Enhancement 
Imperial Entourage Enhancement 
Irrevocable Directorship Enhancement 
Kaldo Radij Persona 
Mahdi, Fremen Prophet Enhancement 
Muddled Vision Plan 
Name of the Great Mother Plan 
Otheym, Warrior of Sietch Tabr Persona 
Padishah Lapdog Persona — 
Passage Within, Weirding Ritual Plan 
Pre-Spice Mass Event 
Private Consortium Enhancement. 
Proctor of Spies Persona 
Production Quota Event 
Protracted Duration Plan 
Pru-Door Scenario Plan 
Pundi Rice Market Holding 
Pyretic Conscience Enhancement — 
Quasi-Fief Enhancement 
Remy Egusku Persona _ 
Shadow Partnership Holding 
Shari-A Projects Holding © 
Smuggler Band Enhancement _ 
Smuggler Battalion Enhancement 
Smuggler Frigate Enhancement 
Smuggler’s Ambassador Enhancement _ 
Smuggling Revenues Holding 
Sonar Probe, Detection Device Enhancement 
“Soo Soo” Nejhre Persona 
Staban Tuek Persona 
Trafficking Partnership Holding 
Troop Carrier Enhancement 
Umma, Wild Prophet Enhancement 
Undermine Support Plan 
Vanguard Battalion — Enhancement 
The Voice, Bene Gesserit Training Enhancement 
Wake Shot, Stimulant Injector Enhancement : 
of Assassins: Event _ 


Do us a favor 

and you could win a 
Duelist International 
Booster Subscription 


| —for free! 


Rate Our Magazine (Suencéllent; Imterrible) 
How do you rate this issue of The Duelist™ overall? 51) 4L) 3L) 2 1 
How do you rate the articles overall? 5 4 3 2 1 
How do you rate the art/layout overall? 5 4 3 2 1 


List and rate your most favorite articles: 


Coen eenereseeescoecereresseceuss 


Concerning Electronic Gaming 
Does your household play PC games? Yes No 
If yes, which genres? (check all that apply) 


List and rate your least favorite articles: 


Comments: 


Subscription Information 


Do you subscribe to The Duelist? Yes No 
Are you a regular subscriber? Yes No 
Are you an international booster subscriber? Yes No 
If not, why? 
Too expensive? Yes [_] No 
Not interested in international cards? CJ Yes No 
Want only English cards? Yes No 
Not aware of international boosters? Yes No 


OV 
How likely would you be to subscribe to the booster program if we offered a six 
month subscription at $49.95? 

Extremely likely 5) 4) 3() 2L) 1 CL Extremely unlikely 
Would you subscribe if we offered English-only boosters? 

Extremely likely 51) 4L1 3CJ 2) 1 CL Extremely unlikely 
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Action (Duke Nukem, Quake) Adventure (Tomb Raider, Riven) 

C] Sports (Madden 98, Links series) Strategy (Warcraft Il, Age of Empires) 
RPG (Diablo, Daggerfall) C] War (Panzer General Il, Close Combat) 
Simulation (Mechwarrior Mercenaries, X-Wing vs. Tie Fighter) 

Which category is your favorite? 

How many PC Games does your household own? 

0 1-10 11-20 21-30 31+ 

How many do you plan to buy in the next 12 months? 

0 1-3 4-6 (17-10 11-20 21+ 

Do you play video games? Yes No 

What system does your household own? 

N64 Sony PlayStation Sega Saturn 
Other 
How many video games does your household own? 
0 1-10 11-20 21-30 31+ 
How many do you plan to buy in the next 12 months? 
Lio L) 1-3 L) 4-6 [17-10 11-20 CO 21+ 
Tell Us About Yourself 

Name. 

Address. 

City State Zip 

Phone ( ) Today’s date 

lam: male female 


My birthday is - Month Day Year 

My household income (or, if under 18, my family’s income) before taxes is: 
under $15,000 $15,001-$25,000 C] $25,001-$35,000 
L] $35,001-$50,000 $50,001-$75,000 over $75,000 


Which Magic: The Gathering expansion was most current when you started playing? 
(] Tempest, Nov 97 Alliances, Jun ’96 The Dark, Aug '94 
Weatherlight, Jun '97 Homelands, Oct 95 (_] Legends, Jun ’94 

Fifth Edition, Mar ’97 Chronicles, Sep ’95 Antiquities, Mar ’94 
Visions, Feb ’97 Ice Age, Jun ’95 _| Arabian Nights, Dec '93 
Mirage, Oct 96 Fallen Empires, Nov ’94 Alpha/Beta, Aug ’93 


O 


How many Magic cards do you own? 


Less than 500 501-1500 

1501-3000 3001-6000 C) 6000+ 

Yes, I’d be happy to have you contact me about my thoughts on The Duelist. 
Work/day phone ( ) Home phone ( ) 


Email address 


tear out this card, select and circle at least one but no more 
than 30 numbers below that correspond with the advertise- 
ment, complete your name and address, and drop it in the mail. 


GameStorm”™, at www.gamestorm.com, your 
massively multiplayer destination for online gaming 
hits like Multiplayer Battletech, Air Warrior, Aliens 
Online, along with Magestorm, Darkness Falls and 
Legends of Kesmai (play them all for one flat rate of 
$9.95/month), wants to know... 


YES NO 


AD INDEX NUMBERS 


(circle to receive more information) 


1, Have you ever heard of GameStorm™? 


2. Do you regularly read any electronic 


gaming magazines? 


3. Do you play online games? 


4. Do you play online games more than 12 hours/week? 


ON oOahkhr wn = 


5. Are you 21+ years old? 


NAME, 


ADDRESS 


CITY. 


STATE ZIP. 


PHONE 


EMAIL 


Card must be returned by Sept 14, 1998 
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Do us a favor, and you could win a 
Duelist International Booster Subscription! 
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about their products and services. 

To get more information about 

any product or service, simply tear | 
out the card, circle the number on 
the card that corresponds with the 
advertisement, stamp it, and drop 


it in the mail. Best of all, it’s free. 


So start gathering the 
information you want and need 


to stay on top of your game! 


For information about advertising in 
The Duelist and participating in the 
reader service program, contact: 
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se PO. Box 707 * Renton, WA 98057-0707 
Tek: (425) 204-7262 Fax: (425) 204-5928 
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Mon-Fri, 8:30-5:00 (PST) 
(800) 395-7760 


duelist@pcspublink.com 
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FIVE RINGS 
O by Wolfgang Baur. 


hoenix clan. The Scorpion 
a epic stor yline because it 
the clans and characters 

s.I u Leng at Isawa Palace? — 


he Hidden Emperor proves that there are 
many great stories left to tell in Rokugan 
beyond the death of Fu Leng. Here are a few of 
the big changes you'll see when The Hidden 
Emperor is released. The last of the emperor’s 
secrets will remain hidden until January 1999 
when the final installment is released. 


Dragon Turns on itself 

Great things are afoot in the Dragon clan's lofty peaks 
since the death of Togashi Yokuni, the great dragon 
whose blood powered the magical tattoos of the ise 
zumi—the tattooed men. First and foremost, the death of 
the clan champion briefly left a power vacuum at the top 
of the mountain. Mirumoto Hitomi has assumed com- 
mand, but her grip on power is fragile and she is being 
pulled in conflicting directions by magical forces within 
her. While she has some of Togashi’s blood, she also bears 
the Obsidian Hand—an artifact of corruption from the 
Shadowlands. As a result of the Hand’s influence she is 
now attempting to purge the Dragon clan of the ise zum. 
Those who will not swear loyalty to her are expunged 


the peaks to the sea. 


Shinsei where Togashi Hoshi, the Clan 
Champion’s son, has become a monk, he 
makes new tattooed men of his own. Since 
his blood and Mirumoto’s blood are diluted 
equally, each side’s second-generation ise 
zumi are well matched. 


Crab Offensive 


Elsewhere, the honorable Crab clan mounts 
a campaign to take back Hiruma castle 
from the Shadowlands creatures infesting it. 
After a day-long assault they successfully 
storm the walls and take the castle, but at a 
price—Crab losses are so high that no 
samurai remain to cleanse the surrounding 
province of the Shadowlands taint. The 
Crab clan must crawl back into its shell, 
rebuild its strength, and wait. Outside the 
castle walls, ratlings and oni lurk and it 
seems that Kuni Yori, Crab shugenja, may 
join them and turn against his own people. 


Trouble in the 
Throne Room 
The time has come to choose a new 
emperor in the wake of Fu Leng’s death. 
The line of Hantei ended with Hantei the 
38th; there are no heirs. Since Toturi led the 
forces that ultimately triumphed over Fu Leng, the cham- 
pion-turned-ronin-turned-general changes hats once again 
and takes the throne as the founder of a new dynasty. 

The Naga—humanity’s greatest allies against dark- 
ness—unexpectedly create the first great conflict under 
the new political order. The snake-people have an ancient 
duty to find and destroy the locus of evil in the land, 
wherever it may be. The Naga turn to the mountains of 
the Dragon clan and gather for a battle to purge the taint 
from Mirumoto lands, but the battle never happens. A 
contingent of the speedy Unicorn cavalry prevents the 
battle. A newly inked charter from Emperor Toturi the 
First declares the Unicorn as his choice to enforce the 
peace throughout the empire. 

The first crisis passes and Toturi receives the fealty of 
daimyos from clans great and small. Just as things seem to 
settle down, the recently crowned Toturi disappears— 
blood and signs of a struggle indicate an abduction. The 
culprit is clear. he Scorpions have once again lashed out at 
their ancient enemy and the war-weary clans of the empire 
will tolerate their underhanded dealings no longer. The 
Scorpion clan must be found guilty and put to death. 


from the es thor Blood left tor run down 


The ise zumi are Gea from the 
Dragon clan in large numbers and joining _ 
the monastic order of the Brotherhood of | 


WILLIAM O’CONNER 


| The Grey Cra 


ig of the Imperial magis- 
scepts the task. 
1 is Ppving the 


the empire, the chien will suffer. 

he swords and armor of Kakita Toshimoko are found at 
top of a cliff near Otosan Uchi along with Toshimoko’s 
poem, written by the samurai in the final moments 
ore he took his own life—but it’s a fake. Toshimoko has 
ought shame upon himself, his emperor, and his entire fam- 
: by allowing the Scorpion clan to live and by forsaking his 
uty as Emerald Champion. To atone for this dishonor, he 
vanishes, leaving others to believe he is dead. 

Somewhere in the empire, the hidden emperor writes the 
new Tao, meant to replace the Tao of Shinsei. The age of the 
kami—the divine ancestors of the Great Clans—is over. The 
new Tao proclaims a new celestial order; the time for humans 
to forge their own destiny has we 


Set Overview 
Much has changed from a pla 
spective. The Hidden Emperor 1 
bring three new strongholds during 
the first three mont is of release: 


FORMAT 


strength, five gold production, and four startin; 


_ leaders turn to Ved 


monks are looking more competitive for one- -on- one pla : 
The Naga stronghold proves that snake swarms only grov 
it allows Naga players | to 


ning in a set that Cuil ultimately exceed Time a the Voi 


Close Calis 
The Duelist has ee a list of many -of the ee from T) 


Many of hee as are raaite eae such as Hold This 
Ground (an action that prevents the destruction of a piece of 
terrain), an experienced version of Bayushi Aramoro (appar- 
ently not all the Scorpions have left after their exile), and 
even Doji Hoturi (a new Crane clan ancestor returned from 


the dead to guide his descendants). Other cards hint at the 


future, such as an unaligned Kuni Yori with a unique holding 
in the Shadowlands. Will these cards appear in future instal 
ments of The Hidden Emperor? Only David Williams a1 
Five Rings Publishing know for sure. 


Wolfgang Baur climbs mountains, 
ce the mountain clan—but th 


Five Rings Publishing Group 
Renton, WA 


450-card expansion set (50 cards 
released per month); 60-card starters 
and 8-card boosters. For 2-6 players, 
playing time 60-90 minutes. 


PREMISE 


The Clan Wars are over, Fu Leng is 
dead, and a new emperor has taken 
control of Rokugan—but the taint of 
the Shadowlands remains. 


GAME DESIGN 


David Williams and the Five Rings 


Design Team 


ART DIRECTION 


Five Rings Art Team 


CONTACT 

Five Rings Publishing Group 
(425) 254-2297 
_ www.frpg.com 
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BEAT THIS... 


Hammer of Bogardan....$8 


Meditate... $8 Time Warp 

Mox Diamond......518 City of Brass 
Wrath of God.........$4 | Vampiric Tutor...$5 
Nevinyrral's Disk...$5 | Armageddon......$5 


Undiscovered Paradise...$8 


Call for our FREE catalog! 
Order online from our new website 


(410) 766-8071 phone 


(410) 582-9738 fax 
www. mintcard.com 


ee dca aE ses 


Troll And Toad Inc. 


An Antiquities Vault Company 


253 Reynolds Road, Keavy KY 40737 USA 
Phone: 1-606-878-2936 10a.m. - 10p.m. Fax: 1-606-878-9061 
e-mail: prices@aqvault.com 
Web Site: http:/Awww.aqvault.com 


Want to sell us cards? 


Magic * Middle Earth * Star Wars * Star Trek * 
Rage * X-Files * Jyhad * Netrunner * Guardians * 


Highlander Promos * Simcity Promos * Wyvern 
Limited & Premiere * Legend of 5 Rings * etc. 


st 


5th Edition 
City of Brass 
Serpent Generator 
Sulfurous Springs 

Additions 


$11.00 
$2.50 
$7.00 


Arena 
Counterspell $18.00 
Fireball $27.00 
Forest - ARENA land $8.00 
Giant Badger $7.00 
Incinerate $16.00 
Mana Crypt $14.00 
Mtn - ARENA land $8.00 
Nalathni Dragon $3.00 
Sewers Estark, $1.00 
Windseeker Centaur $5.00 
Alliances 
Arcane Denial $1.50 
Balduvian Horde $10.00 
Balduvian Trading Post $3.00 
Deadly Insect $2.00 
Dystopia $3.00 
Exile $4.00 
Heart of Yavimaya $2.50 
Helm Of Obedience $6.00 
Ivory Gargoyle $4.00 
Kaysa $3.00 
Lake of the Dead $7.50 
Library of Lat-Nam $1.50 
Lodestone Bauble — $3.00 
Lord of Tresserhorn $3.00 
Pillage $1.50 
Ritual of the Machine $2.00 
Soldevi Digger $4.00 
Soldevi Excavations $2,00 
Storm Cauldron $5.00 
Sworn Defender $1.50 
Thawing glaciers $11.00 
Varchild's War-Riders $3.00 
Yavimaya Ants $2.00 
Antiquities 
Argivian Archaeolgst $28.00 
Armageddon Clock $2.00 
Circle/Prot: Artifacts $2.00 
Drafnas Restoration $2.00 
x_| Feldon's Cane $4.00 
Gate to Phyrexia $2.00 
Jalum Tome $2.00 
©|Martyrs Of Korlis $2.00 
| Obelisk Of Undoing $4.00 
Power Artifact $2.00 
| Power Leech $2.00 
Strip Mine (any 3 unes) $10.00 
Tetravus $3.00 
Transmute Artifact $2.00 
| Urza's Miter $3.00 
° Arabian 
Ali Baba 
| Ali Cairo 
| Army Of Allah 
City In A Bottle 
Cyclone 
Desert 
Eye For An Eye 
Flying Carpet 
Flying Men 
Jeweled Bird 
Juzam Djinn 
Moorish Cavalry 
Oasis 
Oubliette 
Wyluli Wolf 
Beta 


$4.00 


$2.00 
$70.00 
$4.50 
$10.00 
$2.00 
$2.00 
$4.00 
$2.00 
$4.00 
$2.00 
$200.00 
$2.00 
$2.00 
$3.00 
$2.75 


Black Vise $8.00 
Camouflage $5.00 
Circle/Protection: RD $1.25 
Consecrate Land $10.00 


Disintegrate $2.00 
Drain Life $3.50 
Dwarven Demo Team $4.00 
False Orders $1.25 
Fireball $3.00 
Hurricane $2.00 
Ice Storm $21.00 
Instill Energy $2.00 
Invisibility $2.00 
Jade Statue $18.00 
Library Of Leng $2.00 
Lightning Bolt $9.00 
Nettling Imp $3.00 
Power Sink $1.50 
Rod Of Ruin $2.00 
Thicket Basilisk $2.00 
Box 
Dark - Italian $99.00 
Legends - Italian $275.00 
Renaissance - Grmn $89.00 
Star Wars Ltd Str $89.00 
Weatherlight $69.00 
Chronicles 
Blood Moon $2.50 
Concordant Crossroads $2.00 
Erhnam Djinn $4.00 
Hell's Caretaker $4.00 
Palladia-Mors $3.00 
The Wretched $2.00 
Common Set 
4th Edition $6.00 
Antiquities (C4 only) $7.00 
Dark 
City Of Shadows — $3.00 
Elves Of Deep Shdw $2.00 
Exorcist $4.00 
Fellwar Stone $2.00 
Inferno $2.00 
Lurker $2.00 
Merfolk Assassin $3.50 
Nameless Race $2.00 
Niall Silvain $2.00 
Preacher $9.00 
Psychic Allergy $2.00 
Scarwood Bandits $2.50 
Season Of The Witch $2.00 
Skull Of Orm $3.50 
Stone Calendar $3.00 
Witch hunter $1.50 
Worms Of The Earth $2.00 
Wormwood Treefolk $2.00 
Dark - Italian 
Skull Of Orm 
Fallen Empire 
Aeolipile 
Breeding Pit 
Derelor 
Goblin Warrens $2.00 
Hand Of Justice $1.50 
Orgg $2.50 
Thrull Champion — $2.00 
Foreign Black Border 
Clone $4.00 
Demonic Tutor $4.00 
Disrupting Scepter $7.00 
Howling Mine $9.00 
Hypnotic Specter $4.00 
Juggernaut $3.00 
Mishra's Factory $3.00 
Regrowth $2.50 
Sengir Vampire $3.50 
Serra Angel $8.00 
Strip Mine $3.00 
Will-O-The-Wisp $3.00 
Highlander 
Chessex 
Homelands 


$1.50 
$1.50 


$3.00 
$3.00 


$3.00 


Payment: all credit cards inc. Diner's Club, wire transfer, check or money order in US $ drawn 
on US bank, cash (US $, at your own risk), no CODs. Shipping Costs (1-100 

singles): continental USA/APO/FPO/P.0. $5, Other countries and states: Post Office 

(up to $100) $5-$16 or Fedex ($17-$26). Call or E-Mail For Exact Shipping Rates! 


Autumn Willow $7.00 
Eron the Relentless $1.50 
Primal Order $2.00 
Sengir Autocrat $2.00 
Serrated Arrows $2.00 
Ice Age 
Abyssal Specter 
Anarchy 
Blinking Spirit 
Brushland 
Deflection 
Ghostly Flame 
Jester's Mask 
Jokulhaups 
Karplusan Forest 
Lava Burst 
Marton Stromgald 
Necropotence $7.00 
Orcish Squatters $2.00 
Pox $4.00 
Sibilant Spirit $2.00 
Skeleton Ship $2.00 
Storm Spirit $2.00 
Stormbind $5.00 
Stromgald Cabal $2.00 
Sulfurous Springs $6.00 
Swords to Plowshares$2.00 
Jyhad 
Rare - any $2.00 
Legend Of The 5 Rings 
Ancestral Swrd/Crab Cin $20.00 
Legends 
Aerathi Berserker 
Arboria 
Darkness 
Dream Coat 
Elder Spawn $4.00 
Equinox $2.00 
Evil Eye/Orms-By-Gore $3.00 
Field of Dreams —_ $10.00 
Frost Giant $2.00 
Gabriel Angelfire $5.00 
Gosta Dirk $6.00 
Greater Realm/Preserva. $6.00 
Hammerheim $2.50 
Horror Of Horrors $2.00 
Infernal Medusa $3.00 
Karakas $4.00 
Kei Takahashi $3.00 
Kismet $1.50 
Kobold Taskmaster $5.00 
Lady Evangela $7.00 
Life Chisel $3.00 
Mana Drain $48.00 
Moat $69.00 
Nova Pentacle $8.00 
Part Water $2.00 
Pendelhaven $6.00 
Psionic Entity $3.00 
Ragnar $4.00 
Reincarnation $2.00 
Relic Barrier $5.50 
Reset $3.00 
Spectral Cloak $3.50 
Stangg $3.00 
Tolaria $3.00 
Touch Of Darkness $1.50 
Triassic Egg $2.00 
Typhoon $4.00 
Urborg $5.00 
Xira Arien $2.50 
Legends - Italian 
All Hallow's Eve $15.00 
Chain Lightning $2.00 
Gravity Sphere $6.00 
Greater Realm/Pres. $1.50 
Land Tax $2.00 


$1.50 
$1.50 
$4.00 
$5.00 
$5.00 
$2.00 
$4.00 
$6.00 
$6.50 
$1.25 
$3.00 


$3.00 
$2.00 
$1.50 
$2.00 


Fax: 1-606-878-9061 E-mail: sec@aqvault.com 


Mana Drain $24.00 
Master Of The Hunt $7.00 
Ramses Overdark $3.00 
Underworld Dreams$10.00 
Middle Earth Limited 
Black Arrow $2.00 
Neeker-Breekers $2.00 
Mirage 
Abyssal Hunter 
Asmira Holy Av 
Bazaar of Wonders 
Cadaverous Bloom 
Canopy Dragon 
Catacomb Dragon 
Celestial Dawn 
Chaosphere 
Crimson Hellkite 
Cursed Totem 
Early Harvest 
Enlightened Tutor 
Final Fortune 
Grinning Totem $7.00 
Hall of Gemstone — $1.50 
Hammer/Bogardan $15.00 
Infernal Contract $1.50 
Lion's Eye Diamond $3.00 
Marble Diamond — $2.00 
Maro $7.00 
Miser's Cage $3.50 
Mist Dragon $4.00 
Mystical Tutor $1.50 
Pearl Dragon $3.50 
Political Trickery $3.50 
Purraj of Urborg $2.00 
Shimmer $3.50 
Sky Diamond $2.00 
Spectral Guardian — $2.00 
Teeka's Dragon $6.00 
Teferi's Isle $2.00 
Volcanic Dragon $5.00 
Wildfire Emissary $3.50 
Zauberi, Golden Feather$3.00 
Netrunner 
Netrunner Rare 
Pack 
Dark $6.00 
Dark - Italian $2.00 
Homelands $1.25 
Legends - Italian $9.50 
Middle Earth Ltd Bstr $3.20 
Renaissance - Grmn $2.00 
Renaissance - Italian $2.00 
Revised-Grmn WB Bstr $4.70 
Revised - Italian WB Bstr$4.70 
Revised Booster $8.50 
Revised-Disc.Braingeyser$5.00 
Clone $2.50 
Demonic Tutor $4.00 
Granite Gargoyle $3.25 
Juggernaut $2.00 
Regrowth $2.00 
Roc Of Kher Ridges $2.00 
Rock Hydra $3.00 
Rocket Launcher $2.00 
Savannah $12.50 
Serendib Efreet $9.00 
Sol Ring $5.00 
Veteran Bodyguard $2.50 
Revised/4th 
Ankh Of Mishra 
Balance 
Black Vise 
Clockwork Avian 
Cockatrice 
Colossus of Sardia 
Control Magic 
Disrupting Scepter 


$3.00 
$4.00 
$4.00 
$5.50 
$3.00 
$6.00 
$4.00 
$2.00 
$5.50 
$3.00 
$2.00 
$2.50 
$3.50 


$2.50 


$2.00 
$2.25 
$1.50 
$1.50 
$2.50 
$2.50 
$1.50 
$1.50 


or send an e-mail for our newest buylist to: buylist@aqvault.com 


Elvish Archers. 
Eye For An Eye 
Force Of Nature 
Gaea's Liege 
Goblin King 
Hypnotic Specter 
Inferno 
Killer Bees 
Leviathan 
Lord Of Atlantis 
Lord Of The Pit 
Magical Hack 
Mahamoti Djinn 
Mana Flare 
Mana Short 
Mana Vault 
Mishra's Factory 
Reverse Damage 
Savannah Lions 
Sengir Vampire 
Serra Angel 
Stasis $2.50 
Strip Mine $3.50 
Swords To Plowshares $1.50 
Sylvan Library $3.50 
Will-O-The-Wisp $3.00 
Zombie Master $1.50 
Set 


$3.00 
$1.50 
$4.00 
$2.00 
$2.50 
$2.50 
$1.50 
$1.50 
$2.00 
$1.50 
$2.00 
$2.00 
$5.00 
$3.00 
$2.00 
$2.00 
$4.00 
$2.50 
$3.50 
$2.50 
$3.00 


Alliances $109.00 
Collector's Set -inter. $249.00 
Specials 
335 mixed Magic sng! $10.00 
Alpha Commons - 8 diff.$ 10.00 
Arabian Cmmns - 10 diff.$10.00 
Beta Cmmns - 20 diff. $10.00 
Uncmmns Magic-50 mxd$10.00 
Star Wars Limited 
Imp Star Destroyer $4.00 

Stronghold 
Mox Diamond 

Tempest 
Booby Trap 
Caldera Lake 
Cinder Marsh 
Coffin Queen 
Dracoplasm $2.75 
Dregs Of Sorrow — $3.00 
Eladamri's Vineyard $8.00 
Eladamri, Lord Of Leaves $4.50 
Emerald Medallion $3.50 
Fool's Tome $3.00 
Gerrard's Battle Cry $3.00 
Helm Of Possession $3.00 
Humility $8.00 
Jinxed Idol $3.00 
Knight Of Dawn $2.00 
Light Of Day $2.00 
Meditate $6.50 
Mirri's Guile $5.00 
Mongrel Pack $5.00 
Nature's Revolt $6.00 
Overrun. $2.00 
Pearl Medallion $3.50 
Pine Barrens $4.50 
Rathi Dragon $12.00 
Safeguard $3.00 
Salt Flats $4.50 
Scabland $4.50 
Skyshroud Forest $4.50 
Spirit Mirror $6.50 
Time Warp $12.00 
Verdant Force $8.00 
Whim Of Volrath $4.00 
Toys 

Dr. Who Mego Figure $150.00 
Star Trek 4-cup Set $39.00 


$22.00 


$4.75 
$4.50 
$2.00 
$3.50 


| 


All prices good until next Duelist is released. Quantities limited, but stock levels high at time ad was printed. Sales on 
pack or boxes final. 10-day full money back return guarantee on singles returned in same condition they were received. 
Sale date is date payment is accepted. We reserve the right to refuse any sale or limit quantities. All prices in this ad 
subject to change without notice, but you won’t be charged more without your permission. Pre-orders on boxes final. 


Uncommon Set 
4th Edition $19.00 
Unlimited 
Disenchant 
Lightning Bolt 
Regrowth $2.50 
Righteousness $2.50 
Unlimited-Disc. 
Camouflage $4.00 
Consecrate Land $9.00 
Copper Tablet $6.00 
Dwarven Demo Team $2.00 
False Orders $1.25 
Ice Storm $15.00 
Invisibility $2.00 
Jade Statue $12.00 
Psionic Blast $25.00 
Visions 
Aku Djinn 
Anvil of Bogardan 
Chronatog 
City Of Solitude $6.00 
Desertion $4.00 
Diamond Kaleidoscope $4.00 
Equipoise $3.00 
Firestorm Hellkite $4.50 
Lightning Cloud $3.50 
Natural Order $4.00 
Pillar Tombs Of Aku $4.50 
Rainbow Efreet $6.00 
Relentless Assault $9.00 
Retribution Of The Meek $3.00 
Sands of Time $4.00 
Snake Basket $6.00 
Squandered Resources $4.00 
Teferi's Puzzle Box $4.00 
Tithe $4.00 
Vampiric Tutor $9,00 
Viashivan Dragon — $5.00 
Wand of Denial $6.00 
Zhalfirin Crusader $4.00 
Weatherlight 
Abeyance 
Aether Flash 
Bosium Strip $4.00 
Bubble Matrix $4.00 
Dwarven Thaumaturgist. $3.00 
Fervor 55.00 
Firestorm 55.00 
Goblin Bomb $4.00 
Hidden Horror $2.00 
Lotus Vale $9.00 
Mana Web 56.00 
Maraxus Of Keld — $3.00 
Necratog 52.00 
Orcish Settlers $2.00 
Peacekeeper $5.00 
Pendrell Mists $4.00 
Serra's Blessing 52.00 
Tariff $4.00 
Thundermare $7.50 
Tolarian Entrancer — $2.00 
Tranquil Grove $5.50 
Wave Of Terror $2.00 
Winding Canyons — $4,00 
Wrapper 
Arabian Nights 
X-Files 
Deny Everything 
No One So Paranoid 


$2.00 
$3.00 


$3.00 
$3.00 
$4.00 


$9.00 
$2.50 


$2.50 
$57.00 
$34.00 


Call for prices on 
cards not listed 


Free singles catalog upon written request or with your paid order. Please specify Duelist Ads when ordering from 
above prices, E-mail to Specials@aqvault.com for current non-listed specials. 


ucts, sets, sup- 
plies and a¢€essories avail- 
‘or orders over $ s able 
Certain restrictions apply 
Please call for dets 


Telephone/Catalog: 213-341-5600 COLORADO BLYD. 

Fax: 213-341-5611 (24-Hours) .NGELES, CA 90041 

International: 213-341-5600 (. ODA AND MT; ROYAL) 
»€mail: tigaming@aol.com 


Web site: 
DAILY GAME PLAY 


SANCTIONED & NON-SANCTIONED 
TOURNAMENTS 


Mailing Address: 
P.O. Box 41-1148 
, Los Angeles, CA 9004 


International Mail-Order Service 


Open 7 days a week — Noon until 1 AM. ® All major credit cards accepted 


We buy and sell single Magic cards 


Juzams and Moxes always in stock 


122 W. 26th St., 4th floor ¢ New York, NY 10001 


(800) 344-GAME 


://www.ngrou 


beh lee 


meTRO 817-461-4263 
ames 805 W. PARK ROW DR. FAX 817-860-1922 
a l ore ARLINGTON, TX 76013 EmaIL billf@metronet.com 


Cee e reece res eeres cece reese reese e serene esececeesesesesseeseseeseresseee 


We specialize in Magic® Singles Singles—Sets—Boxes 


Sanctioned Tourneys 


We meet or beat 
any competitors 
advertised singles 
prices in the OPEN TUESDAY - SUNDAY 
Duelist! NOON-9PM 


=i 
2 Gathering 


Singles, Sets, Boxes...Most at below retail price. 
Our single cards are near-mint to mint. 


Phone: (217) 543-3366 U.S. Fax: (800) 500-3117 
International Fax: (217) 543-3732 e-mail: sales@pjcc.com 


Hours: 8:00-6:00 CT Monday thru Friday 


8:00-3:00 Saturday 


We also carry other game cards, plus Beanie Babies. 


Call or write for 


Game Cards or Beanies Catalog 


OFFice Hours 
11:00 am 7:00 pm (pst) 
Mon - Fri 


For Quotes on any cards 
not listed just 

Phone (510) 337-9700 
Fax (510) 397-9300 

or visit our website 


www,jm-enterprises.com 


No other ongoing company \ BEA ee 


It J&M . F 22 Leonard CE. 
beats our singles prices Alameda, CA 94502 


PS. J&M prices below are For NR/minEé condition cards 
make sure Cheirs are when comparing. 


We accept | 


J&M the price leader in singles For over 3 years! 


3rd,4th,5th Edition 


Adakar Waste 
Air Elemental 
All Dual Lands 
Armageddon 
Bad Moon 
Ball Lightning 
Birds of Paradise 
lack Knight 
ana Batteries (all) 
ack Vise 
raingeyser 
rushland 
ity of Brass 
lone 
Control Magic 
Counterspell 
Crusade 
Demonic Tutor 
Dwarven Hold 
Earthquake 
Fallen Angel 
Feldon’s Cane 
Fellwar Stone 
Fork 
Goblin King 
Howling Mine 
Hydroblast 
Jester's Cap 
Jokulhaups 
Juggernaut 
Karplusan Forest 
Killer Bees 
Knight of Stromgald 
Lhurgoyf 
Lightning Bolt 
Mahamoti Djinn 
Meekstone 
Necropotence 
Nether Shadow 
Neviryrral's Disk 
Pyroblast 
Rack, The 
Regrowth 
Reverse Damage 
Savannah Lions 
Sedge Troll 
Sengir Vampire 
Serendib Efreet 
Serra Angel 
Shivan Dragon 
Sol Ring 
Swords to Plowshares 
Vesuvan Doppleganger 
Whirling Dervish 
White Knight 
Wrath of God 
ARABIAN 
Ali from Cairo 
Army of Allah 
City of Brass 
Diamond Valley 
Ernham Djinn 
Flying Men 
Island of Wak Wak 


5,00 
50 
13-16.00 
6.50 
5.50 
8.50 
6.00 
1.00 
1.50 
15 
4.50 
5.00 
8.00 
3.50 
1.00 
50 
5.00 
3.00 
1.50 
3.00 
1.00 
50 
1.00 
12.50 
2.50 
6.00 
50 
12.00 
5.50 
2.50 
5.50 
1.50 
1,25 
5.50 
BE) 
5.00 
2.00 
6.50 
2.50 
7.00 
50 
50 
1.50 
2.50 
3.00 
3.00 
2.50 
6.00 
3.50 
9.50 
3.50 
1.25 
13.50 


Juzam Djinn 
Library of Alex 
Pyramids 
Rukh Egg 


Al 


LEGENDS 
Hollow's Eve 


Chain Lightning 


Fie 


Id of Dreams 


Greater Realm of Pres 


Ha 
He 
Ki 


fdane 
Ifire 
ler Bees 


Land Equilibrium 
Living Land 
Nova Pentacle 


Rol 


igahh of Kher Keep 


So 


"Kanar Swamp King 


Spinal Villian 

Storm Seeker 

Storm World 
Tabernacle of P. Vale 
Tetsuo Umezawa 
Underworld Dreams 


BETA 


Badlands 

Black Vise 

Black Knight 
Copper Tablet 
Control Magic 
Disrupting Scepter 
Lightning Bolts 
Mana Vault 
Raging River 
Sengir Vampire 
Serra Angel 

Sol Ring 

Swords to Plowshares 
Underground Sea 


Wi 


inter Orb 
MIRAGE 


Cadaverous Bloom 
Catacomb Dragon 
Celestial Dawn 
Crimson Hellkite 
Dissapate 
Enlightened Tutor 


All 


Diamonds 


Final Fortune 
Grinning Totem 
Maro 

Sacred Mesa 
Shallow Grave 
Spirit of the Night 
Teeka's Dragon 
Volcanic Dragon 
Wildfire Emissary 


MISC MAGIC 


Arcane Denial 


Ab 
An 


eyance 
cestral Knowledge 


Balduvian Horde 
Bosium Strip 
Buried Alive 
Call of the Wild 
Derelor 


Fervor 

Firestorm 

Force of Will 

Fungal Bloom 

Gemstone Mine 

Goblin Grenade 

Hymm to Tourach 

Kjeldoran Outpost 

Lotus Vale 

Mana Web 

Maraxus of Keld 

Order of Ebon Hand 

Order of Leitbur 

Pillage 

Phantom Warrior 

Reprisal 

Thundermare 

Unltd Moxes 

Ancestral Recall 

Timewalk 

Timetwister 

Black Lotus 

VISIONS 

Aku Djinn 

Anvil of Bogarden 

Archangel 

Bogardan Phoenix 

Chronatog 

City of Solitude 

Creeping Mold 

Deserton 

Equipoise 

Firestorm Hellkite 

Guiding Spirit 

Katabatic Winds 

Kookus 

Nekrataal 

Prosperity 

Quiron Druid 

Rainbow Efreet 

Retribution the Meek 

Righteous War 

Rowen 

Vampiric Tutor 

Zhalfirin Crusader 
TEMPEST 


Aluren 

Avenging Angel 
Caldrera Lake 
Carrionette 

Coffin Queen 
Cmdr. Grevin Il-Vec 
Crazed Armodon 
Corpse Dance 

Cold Storage 

Death Pits of Rath 
Deadshot 

Dirtcowl Wurm 
Duplicity 

Dregs of Sorrow 
Dracoplasm 
Eartheraft 
Extinction 

Escaped Shapeshifter 


4.00 
3.50 
3.50 
2.50 
2.00 
4.00 
50 
50 
10.50 
10.00 
3.50 
4.50 
50 
50 
2.50 
1.25 
50 
6.50 


$160-165.00 


170.00 


Echo Chamber 
Eladamri's Lord Leaves 
Gerrard's Battle Cry 
Furnace of Rath 
Hanna's Custody 
Humility 
Living Death 
Maddening Imp 
Mana Severance 
Meditate 
Medallions 
Sapphire Medallion 
Rathi Dragon 
Shocker 
Selenia Dark Angel 
Scalding Tongs 
Static Orb 
Scroll Rack 
Time Warp 
Stronghold 
Amok 
Awakening 
Burgeoning 
Carnassid 
Crovax the Cursed 
Dream Halls 
Evacuation 
Ensnaring Bridge 
Flowstone Mauler 
Gravepact 
Hidden Retreat 
Hermit Druid 
Horn of Greed 
Intruder Alarm 
Invasion Plans 
Jinxed Ring 
Mindwarper 
Mogg Infestation 
Mortuary 
Mox Diamond 
Porticullis 
Pursuit of Knowledge 
Revenant 
Reins of Power 
Rolling Stones 
Ruination 
Sacred Ground 
Shaman En-Kor 
Shard Phoenix 
Silver Wyvern 
Sliver Queen 
Skeleton Scavengers 
Soltari Champion 
Spike Breeder 
Spitting Hydra 
Stronghold Assassin 
Sword of the Chosen 
Thalakos Deceiver 
Verdant Touch 
Volrath's Gardens 
Volrath's Laboratory 
Volrath's Shapeshifter 
Volrath's Stronghold 
Warrior Angel 


Misc Magic 
Argivian Find 1.25 
Aura of Silence Bi} 
Blanket of Night 5: 
Bottle Gnomes 1.25 
Bottomless Pit a 
Buried Alive 1.25 
Chill 715 
Contagion 1.00 
Crystalline Sliver 1,00 
Deadly Insect 50 
Dingus Staff 50 
Dismiss 1.50 
Dormant Volcano AS 
Dread of Night 75 
Elvish Spirit Guide 50 
Fallow Wurm wo 
Fanning the Flame “Jo 
Flickering Ward 1.25 
Gaea's Blessing 1.25 
Gerrard's Wisdom 1.25 
Goblin Bombardment 2.00 
Heartstone fe 
Helm of Awakening 1.00 
Hesitation 
Hidden Horror 
Horned Sliver 
Interdict 
Jackul Pup 
Juniper Order Advocate .50 
Knight of Dawn TS 
Knight of Dusk ala, 
Lobotomy 1.25 
Memgrim U25 
Mogg Maniac 1.00 
Mundungo 
Necromancy 
Odylic Wraith 
Orcish Settlers 
Orim's Prayer 
Overrun 
Perish 
Propaganda 
Puppet Strings 
Rain of Tears 
Scragnoth 
Serra's Blessing 
Serrated Biskelion 
Soltari Monk 
Soltari Priest 
Steel Goiem 
Straw Golem 
Quicksand 
Uktabi Orangutan 1.25 
Viashino Sandstalker 1.50 
Wall of Blossoms 1.25 
Wall of Souls 
Warmth : 
Whispers of the Muse 1.00 
Winter's Grasp 1.00 

LEGEND 5 RINGS 
All Ancestral Armor 3.00 
All Ancestral Standard 2.00 
Ambush 5.00 
Air Dragon 3.00 


Apprentice 
Bountiful Harvest 
Chrysanthemum Festival 
Dragon of Fire 
Earth Dragon 
Egg of P'an Ku 
Feign Death 
Foxwife 
Geisha Assassin 
Imperial Acrobats 
Imperial Gift 
Isawa Tsuke 
Ki Rin 
Kolat Master 
Naga Abomination 
Ninja Stronghold 
Oracle of Earth 
Oracle of Fire 
Poisoned Weapon 
School of Wizardry 
Scribe 
Spirit Guide 
Touch of Death 
Void Dragon 

Misc L5R 
A Gift of Honor 
Dashmar 
Festering Pit of Fu L. 
The Hooded Ronin 
Thunder Dragon 
Winning Kachiko Favor 
The Perfect Gift 
To the Last Man 
Shinsei's Shrine 
Along Coast Midnight 
Ogre Outlaw 
Merchant Caravan 
Refugees 
Strength of Purity 
Breach of Etiquette 
Frenzy 
Kolat Assassin 
Walking the Way 
Secrets of the Wind 
Counterattack 
Shame 
Martyr 
Heavy Cavalry 
Ninja Shapeshifter 


ALL CARDS 
NR MINT/MINT 
CONDITION 
SOME DON’T LIST 
HOT CARDS LIKE 
WE DO... EVER 
WONDER WHY? 

L Us! 


by Mark Rosewater 


Mogg Eat Mogg World 
Jour opponent is William. You and he have been 
playing for over an hour. William is at 120 life and 
_you have no more cards in your deck, so things 
look bad. But wait.... [here just may be a way out of this 


pickle (surprise, surprise). It is the start of your main 
phase. Defeat William this turn without losing. 


DIEFICULTY 


DI 


: : RD HIGHLIGHTS - 


SongofBlood @@ 
Put the top four cards 
from your library into 
your graveyard. For each 
creature card put into 
your graveyard in this 
way, all creatures that attack this 
turn get +1/+0 until end of turn. 


Blue Mana Battery 4 

2, ©: Put one charge counter on 
Blue Mana Battery. 

) @: Add @ to your mana 
pool and remove as many 
charge counters as you 
wish. For each charge 
counter removed from 

’ Blue Mana Battery, add 
® to your mana pool. Play this 


ability as an interrupt. 


Ul 


Mogg Infestation 3e@e 
Destroy all creatures target player 
controls. For each creature put into 
any graveyard in this 
way, put two Goblin 
tokens into play under 
that player’s control. 
‘Treat these tokens as 
1/1 red creatures. 


Reins of Power 266 
You and target opponent each 
untap and gain control of all 
creatures the other 


Rao RKeh, WE BOR! 


controls until end of 
turn. Those creatures 
are unaffected by 
summoning sickness 
this turn. 


Sengir Autocrat 
2/2 


YOU (BLUE/RED) 


All swamps become 1/1 
‘features. The swamps sull 
‘count a3 lands but cansior 
be tapped for mana the 
turn they come int play 


Kormus Bell 


Serf token 
0/1 


Mogg Raider 
1/1 


YOUR HAND > 


Boomerang 


Goblin Mutant 
5/5 


Mind Bend 


aou2ssq uo iunoo sim Ue Ih 44 


Fervor Essence Bottle Essence Bottle 


Serf token Serf token : | 
0/1 0/1 aaa : Cor 


Swamp (4) Mountain (4) 


JO CARDS REMAINING IN LIBRARY 


iii i Sa TS Aaa via eae 


os 
i 
ie 


i 


Blue Mana Battery Red Mana Battery 


5 counters 3 counters 


Goblin Scout token Goblin Scout token Goblin Scout token 
1/1 


Goblin Tinkerer 
ival 3/3 1/1 


‘Those creatures are unaffected by 
summoning sickness this turn. 


Reins of Power Mob Justice 


_ MELISSA(GREEN/RED)  —Nocardsinhand 6 LIFE REMAINING | 


Last 
Chance 


Leeching Licid 
(untapped) 


DIFFICULTY 


‘: Add to your mana pool Add # to your mana pool. $: Add @ to your mana poo! $: Add to your mana poo! 


‘our opponent is 


Melissa. Things are Z 

looking bid At the end Forest Forest Forest Forest 
of your last turn, Melissa cast : 

hoy YOU (BLACK/BLUE/RED) No cards in hand 3 LIFE REMAINING ~ 
ooo 0 ( 

stall the inevitable by casting 
Memory Lapse on the Inciner- 
ate. But it is now the start of 
Melissa's upkeep. During her 
draw phase, she will draw her 
Incinerate and the game will be 
over. So, your mission is clear. 
Defeat Melissa before her 
upkeep ends. 


CARD HIGHLIGHT 


Leeching Licid b® 

®, @: Leeching Licid loses 
this ability and becomes a 
creature enchantment that 
reads “During the upkeep of 
enchanted creature’s controller, 
Leeching Licid deals 1 dam- 00% : 5 : 
age to that player” instead of a : v. TOP CARD 


creature. Move Leeching Licid as Se 7S i IN YOUR 
: : (Ce ey GRAVEYARD | 


Do amcie f 


3 i moc meee 
ut for thelr tefisal io a 
a de a abla de 
—-Bladanri, 


Seeker of Skybreak Binding Gras 


Ebon Stronghold 
pyat 


jood Buna nok 92 ¥ ppY=g: 


Island (2) 


onto target creature. You may 
pay ® to end this effect. 


Binding Grasp a¢ 
During your upkeep, pay 1@ 
or bury Binding Grasp. Gain 
control of enchanted creature. 
That creature gets +0/+1. 


Stronghold Assassin cS 
2/1 [ ut 


Mogg Fanatic 
1/1 


Volrath’s Shapeshifter 
O/1 


Memory Lapse _ 


90 JULY 1998 THE DUELIST 


And the Winner Is. 


A WORD 
FROM 
RICHARD: 


Mike Gray has been involved 


_ in the game industry for over 
20 years. He has designed 
and developed games for 
Milton Bradley and TSR. 
He even had a hand 1n the 
Star Wars TCG. 

Ihave always been im- 
pressed with Mikes deep love 
of games and his appreciation 
of game design. He knows and 
1s loved by game designers 
worldwide, and makes a 
point to stop in when travel- 
ing to see the newest cre- 
ations. Whenever I try to 
trace the history of | a game, or 
even a game mechanic, Mike 
is the first person I go to. 

I met Mike at Gencon ’93, 
where Magic was released, 
and where he became a fan of 
the game. He claims to still 
play Magic during his lunch 
break. 


LY 1998 


was in London recently and saw an innovative 

new game. Its look and play pattern were 

unique—just what I was looking for. So I 

played a few games against the inventor and 

then it happened—we ended up in a tie! The 
inventor could clearly see I was disappointed. He 
tried to assure me that it rarely happens. 

Since then I’ve taken an informal poll to find 
out what people think about tied games. There 
you are, you've been thinking and playing for 30 
minutes, and the game ends in a draw. How do 
you feel? Do you shake hands with your oppo- 
nent and say, “Wow, that was a hard-fought 
match. Looks like we’re equally matched.” Or do 
you exclaim, “Oh look, it’s a tie!” and secretly 
think, “I should have won. After all my brilliance, 
the game ended in a lousy tie. I feel ripped off.” 

Most people don’t like ties, yet a lot of good 
games can end in a tie. How about all those 
drawn games at the World Chess Champi- 
onships? Connect Four can easily end in a draw 
when played by two experts. At the bottom of 
the barrel, there’s tic-tac-toe. I think most players 
enjoy such games, at least until they achieve mas- 
tery. So the question remains: are games that can 
end in a tie okay or are they somehow flawed and 
unsatisfying? 

Tam never happy when a game ends in a draw, 
especially if the game took a lot of time and 


THE DUELIST 


by Richard Garfield 
with guest author Michael Gray 


effort to play. A quick game you can easily replay 
to break a tie is more acceptable than drawing a 
game of Scrabble. But there have been situations in 
which I coerced people to learn a new strategy 
game, and then after an hour of instruction and 
play the game ended in a draw—no real winner. 
Sigh. 

Having worked on over a hundred games, I 
know designers can easily design around ties. 
Sometimes it’s a fussy solution. Sometimes it isn’t 
fair. And sometimes you have to play another 
round. 

For example, in case of a tie, the youngest 
player (who also gets to start for some reason) 
wins. The first player who scores over 100 points 
wins. Still a tie? Then the player furthest over 100 
wins. The player with the jack of diamonds wins? 
The tied player with the most cards wins? Sud- 
den death overtime? Extra innings? Flip a coin? 
Perhaps the tied player who scored the most 
points on the last play should win. 

There is another viewpoint. If your opponent is 
better than you, your ultimate achievement could 
be a draw. If the game was exciting and you finally 
tied a friend that had beaten you every Saturday 
night for the past 12 years—well, then you tied 
the Master. So, is your glass half empty or half 
full? Is there 7o winner, or are you Zoth winners? 

Some games simply can’t end in a tie. Two 
people can’t sink the one and only eight ball. In 
Battleship, you have to fire your final salvo from 

a floating ship. In Uno, only one player can 
lay his or her last card. What about “cooperative 
games” in which everyone wins or loses? Is that a 
tie? Together, they all beat the...uh...game. 

I don’t think you can tie in a roleplaying game 
either (except maybe Jim Ward’s Gamma World 
when everybody dies trying to fix the toaster). 
Then there’s Jenga. One player topples the tower 
and loses. Everyone else wins. So is it okay to tie 
as long as one person is the big loser? 

I don’t think there’s a clear answer to the tie 
question. My only advice is to choose carefully 
what you play. Since most of the manufactured 
games I play belong to me, in case of a tie I could 
go with ‘the owner of the game wins.” @ 


D. ALEXANDER GREGORY 


SEE THE OUTER RIM THE WAY IT 


USED TO BE 


ONE PACK OF A NEW HOPE - FIFTEEN BLACK- 
BORDER CARDS TO GIVE YOUR DECK THAT 
ADDED TWIST 


GET READY FOR HYPERSPACE - YOU’LL 
GET THREE NEW SHIPS TO PLAY WITH 


EXPAND THE RANKS OF RED AND 
GOLD SQUADRONS 


6 DIFFERENT COLLECTIBLE DECK HOLDER BOXES - 
YOU DO HAVE SIX DIFFERENT DECKS, DON’T YOU? 


18 BRAND NEW CARDS IN EVERY BOX - 


FIND OUT JUST HOW VALUABLE A 
VAPORATOR CAN BE 


YOU GOTTA LOVE A SURE THING 


i ee 


EACH BOX HOLDS 150 CARDS SLEEVED - 2 
DECKS AND ROOM TO SPARE FOR A LUCKY 
RABBIT’S FOOT! 


4 PREMIERE EXPANSION PACKS - THE FOUNDATION THAT 
STARTED IT ALL, AND THE CORE OF YOUR TOURNAMENT- 
WINNING DECK DESIGN 


LEVELS THE TOURNAMENT PLAYING FIELD - GO INTO BATTLE 
CONFIDENTLY PREPARED TO HANDLE YOUR OPPONENT’S 
PESKY COUNTER ASSAULT, NABRUN LEIDS, SCANNING 
CREW, COLLISION!, TALLON ROLL... 


SPECIAL PACK OF 18 NEW BLACK-BORDER CARDS - JUMP-START 
YOUR TOURNEY STRATEGY... OR USE ’EM TO BEAT YOUR BEST 
FRIEND AT THE DINING ROOM TABLE 


IF IT'S IN YouR HEAD it's in HERE 


SF AOR WA RR S™ ¢_U_S_T O_M 1 Z_A_B IL_E ¢_A_R_D G AM E™ 
O_F_ EF |] @ | ALL TOURNAMENT S._E_WA'L_E D DECK S +S P RI NG f_ 19: 9 6 


DECtIPH E R www.decipher.com Official Star Wars Web Site: 


The Art of Great Games? www.starwars.com 


TM & © 1998 Lucasfilm Ltd. All rights reserved. Used under authorization by Decipher Inc. TM, ® & © 1998 Decipher Inc. All rights reserved. Decipher Inc. Box 56, Norfolk, VA 23501. 


Game of the Year! 


— Computer Games Strategy Plus 


STrateGy Game 
of the Year! 


— Computer Gaming World 


Real-time Stratecy 
Game of the Year! 


— PC Gamer 


Top 50 Games =< : 
of All Time! 


san 


— Online Gaming Review 


For more information visit www.bungie.com or call 800 295-0060. 
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